pdrpg 


pressun press 


1. introduction 


Public Domain Role-Playing Game! helps storytellers work together. Players roll 2d20 to determine the 
"High Roller" who creates fictional conflicts for characters acted out by everyone else. Pencil, paper and 
two sets of polyhedral dice” per player are recommended. 


2. character traits 


Features a character can use in conflicts. 


Examples: 
slaying & spelunking 
trait name skills 
STR Strength Brawn, Might, Force, Power 
CON Constitution Grit, Resistance, Physique 
DEX Dexterity Movement, Sneak, Nimbleness 
FAE Fate Destiny, Fortune, Providence 
WIS Wisdom Spot, Listen, Will, Intuition 
INT Intelligence Lore, Memorization, Logic, Reason 
CHA Charisma Influence, Charm, Seduction 
s.e.a.l.p.i.c. 
trait name skills 
STR Strength Muscle, Carry, Push, Pull, Bash 
END Endurance Fortitude, Toughness, Resilience 
AGL Agility Stealth, Speed, Initiative, Quick-Draw 
LCK Luck Gambling, Chance, Probability 
PER Perception Senses, Tracking, Notice, Intuition 
INT Intelligence Memory, Concentration, Knowledge 
CHA Charisma Deception, Persuasion, Intimidation 
minimal easy rolling 
trait name skills 
MGT Might Strength, Endurance, Muscle 
EXP Experience Knowledge, Wisdom, Intelligence 
RFX Reflex Speed, Agility, Dexterity 


' stylized as "pdrpg" 
? 1d20, 1d12, 2d10, 1d8, 1d6, 1d4 


2.1. dice 


Assign one die? per trait with higher maximums representing greater importance. 


3. action 


Players take action by describing’ what a character is attempting. 


3.1. conflict 


Non-trivial actions create conflicts to resolve with die rolls. High Roller may set a threshold’ to be met or 
beat for character success. Each player may only roll one® die per conflict. Highest roll succeeds’ and may 
take an additional action. Any total roll over forty automatically fails. 


difficulty | threshold 
Easy 1-10 
Tricky 11-20 
Hard 21-30 
Wicked 31-40 


3.1.1. collaboration 


After an action is declared, other characters may take supporting actions to add dice® to the conflict. 


3.1.2. damage 


Deal physical or mental damage” to whoever fails a conflict equal to player!? roll. Players fail a conflict if 
the total roll is lower than the damage of the most damaged character involved. 


Critical Hit: If the max value of 40 is rolled in a conflict, multiply by the number of dice rolled. 


3.1.3. item 


Substitute for a trait in a conflict and to receive damage. Broken upon damage exceeding maximum roll. 


item | die | description 
Pole d10 10" length 


3.1.4. notch 


Record a notch upon rolling the minimum value of a die. Spend one notch to add one die to a conflict. 


3.1.4.1. level 


Spend notches equal to level to earn!! it for a character or item. Add a die’? of corresponding’ level to the 
dice pool of an item’ or trait. Any die earned may be substituted for a die of lower value. 


3 1d4, 1d6, 1d8, 1d10, 1d10, 1d12, 1d20 


4 Examples: "step on a crunchy leaf" "wait an hour 


"n 


meditate for forty days" 

5 Opposing forces competing in physical or mental contests may roll against each other 
6 Without spending notches 

7 Situations remain the same as before when rolling a tie 

8 Each collaborating player may add one die to a conflict without spending a notch 

? Mortals may withstand 40 damage before death or madness 

10 Players only take/deal damage equal to what they rolled & not what High Roller rolls 
11 Levels must be earned in sequential order 

12 Level one gives 1d4 then increases each level to d6, d8, d10, d10, d12, d20...(loop) 

13 See "Level Achieved/Die" chart 

14 Maximum roll of any trait or item may not exceed 40 


15 Ttems have a level independent of character 


level achieved die 
Ist | 8th | 15th | 22nd | 29th | 36th | 43rd | 50th | 57th | 64th | 71st | 78th | 85th |92nd | 99th | 106th} d4 
2nd} 9th | 16th | 23rd | 30th | 37th | 44th | Sist | 58th | 65th | 72nd | 79th | 86th | 93rd | 100th | 107th} d6 
3rd | 10th | 17th | 24th | 31st | 38th | 45th | 52nd | 59th | 66th | 73rd | 80th | 87th | 94th | 101st | 108th] d8 
4th | 11th | 18th | 25th | 32nd} 39th | 46th | 53rd | 60th | 67th | 74th | 81st | 88th | 95th | 102nd | 109th} d10 
Sth | 12th | 19th | 26th | 33rd | 40th | 47th | 54th | 61st | 68th | 75th | 82nd | 89th | 96th | 103rd | 110th | d10 
6th | 13th | 20th | 27th | 34th | 41st | 48th | 55th | 62nd | 69th | 76th | 83th | 90th | 97th | 104th | 111th] d12 
7th | 14th | 21st | 28th | 35th | 42nd | 49th | 56th | 63rd | 70th | 77th | 84th | 91st | 98th | 105th | 112th | d20 
d8 
4.level progression arrays d8 +d8 +d8 +d8 +d8 
d20 d8 +d8 +d8 +d8 +d4+d4 
420 + d20 d8 +d8 +d8 +d6 +d6+d4 
d20 4 d12 4+ d8 d8 +d8 +d8 +d4 + d4 + d4 + d4 
d20 4 d12 + d4 4 d4 d8 +d8 +d6 +d6 + d6 + d6 
d20 + d10 + d10 d8 +d8 +d6 +d6 + d4 + d4 + d4 
d20+d10+d6 4 d4 d8 +d8 +d4 +d4 + d4 + d4 + d4 + d4 
d20+d8 +d8 4 d4 d8 +d6 +d6 +d6 + d6 + d4 + d4 
d204d8 +d6 4 d6 d8 +d6 +d6 + d4 + d4 + d4 + d4 + d4 
d204d6 4+d6 + d4 4 d4 d8 +d4 +d4 + d4 + d4 + d4 + d4 + d4 + d4 
d20+d4 +d4 + d4 + d4 + d4 16 
d12 d6 +d6 +d6 +d6 +d6+d6+d4 
di2+dl2+d124d4 d6 +d6 +d6 +d6 + d4 + d4 + d4 + d4 
di2+dl2+dl04d6 d6 +d6 +d4 +d4 + d4 + d4 + d4 + d4 + d4 
d12 + d10 + d10 + d8 J4 


d12+d10+d8 +d6 + d4 


d12+d10+d6 +d6 + d6 


d12+d8 +d8 +d8 + d4 


d12+d8 +d8 +d6 + d6 


d12+d8 +d6 +d6 + d4 + d4 


d12+d6 +d6 +d6 + d6 + d4 


d12+d6 +d6 +d4 + d4 + d4 + d4 


di2+d4 +d4 +d4 + d4 + d4 + d4 + d4 


d10 


d10+d10+d10+d10 


d10+d10+d10+d6 + d4 


di0+d10+d8 +d8 +d4 


dl0+d10+d8 +d4 +d4+d4 


dl0+d10+d6 +d6 +d4+d4 


dl0+d8 +d8 +d8 +d6 


dl0+d8 +d8 +d6 +d4+d4 


dl0+d8 +d6 +d4 +d4+d4+d4 


dl0+d6 +d4 +d4 +d4+d4+d4+d4 


d4 + d4 + d4 + d4 + d4 + d4 + d4 + d4 + d4 + d4 


5. notice 


I voluntarily dedicate this work into the Public Do- 
main to encourage new creations. 
Artists may: 


for any purpose. 


for any purpose, and without credit. 


Use this notice in your own work. 


Use this work without restriction and for any 
purpose. 
Create copies to be shared without limit and 


Create derivative works without restriction, 


pd20rpg 


pressun press 


1. introduction 


Public Domain Role-Playing Game module to change the maximum roll from forty to twenty. Rules re- 
main the same except where noted here. Players roll 1d20 to determine the "High Roller" who creates con- 
flicts for all other player characters. 


2. dice assignment 


The maximum roll of any trait is twenty. 


3. conflict 


Mortals may receive twenty damage before death. If the max value of twenty is rolled in a conflict, multi- 
ply the total by the number of dice rolled if damage is to be inflicted to the opposition. A conflict is failed 
upon rolling a total over twenty. High Rollers may roll 1d6! to determine number within a difficulty. 


# difficulty | range | cover 
1-5 Easy Close Partial 
6-10 Tricky Near Half 
11-15 Hard Far Broad 
16-20 Wicked Distant Full 
progression array | mean | deviation 
d20 10.50 5.77 
d12 + d8 11 4.14 
d12 + d4 + d4 11.50 3.80 
d10 +d10 11 4.06 
d10 + d6 + d4 11.50 3.52 
d8 +d8 + d4 11.50 3.43 
d8 +d6 + d6 11.50 3.33 
d8 +d4 + d4 + d4 12 3 
d6 +d6 + d4 + d4 12 2.89 
d4 +d4 +d4 +d4 + d4 12.50 2.50 


4. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 

e Create copies to be shared without limit and for any purpose. 

e Create derivative works without restriction, for any purpose, and without credit. 
e Use this notice in your own work. 


' Re-roll sixes 


pd200rpg 


pressun press 


1. introduction 


PD20RPG in under 200 words. High Roller creates conflicts for characters. Assign one polyhedral die per 
character trait. 


2. conflict 


High Roller chooses difficulty. High Roller chooses a number or rolls a 1d6 (re-roll 6). 


1-5 Easy 
6-10 Tricky 
11-15 Hard 
16-20 | Wicked 


Players describe actions related to character traits. Players may use one die without spending a notch. 
Spend notch to use one additional die. Players roll after describing actions. Gain a notch upon rolling a 1. 
Players compare the sum of rolls to High Roller’s number: 


Greater Player action succeeds 
Lower | Action fails and damage may be taken equal to player roll. 
Equal Characters remain in same situation. 

+20 Action fails and characters may take damage. 


Damage over 20 kills character. 


3. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 
e Create copies to be shared without limit and for any purpose. 
e Create derivative works without restriction, for any purpose, and without credit. 


e Use this notice in your own work. 


pd4rpg 


pressun press 


1. introduction 


Public Domain Role-Playing Game module to change the maximum roll from forty to four. Rules remain 
the same except where noted here. Players roll 1d4! to determine the "High Roller" who creates conflicts 
for all other player characters. 


2. dice assignment 


The maximum value of any trait is four. Trait value determines amount of dice rolled. 


3. conflict 


Player must roll higher” than difficulty an amount equal or greater than difficulty to succeed. Amount of 
dice rolled? equal damage dealt. Mortals may receive four damage before death. 


range | cover | difficulty | # | roll | suit | draw dreidel spin 
Close Partial Easy 1 | 2,3,4 A 2, +, V Shin Nun, Hei, Gimel 
Near Half Tricky 2 3,4 h% +, v Nun Hei, Gimel 
Far Broad Hard 3 4 + v Hei Gimel 
Distant Full Wicked 4 4 v v Gimel Gimel 


4. collaboration 


Sum total of dice rolled or cards drawn must be at or under four. 


5. level 


Maximum level is four. 


6. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 

e Create copies to be shared without limit and for any purpose. 

e Create derivative works without restriction, for any purpose, and without credit. 
e Use this notice in your own work. 


' Playing cards or dreidel may be used instead 
? Maxiumum of four 


3 Re-rolls do not count to damage 


slaying & spelunking 


pressun press 


l. introduction 


Public Domain Role-Playing Game module for dungeon delving and dragon slaying adventures. 


2. distance 
Threshold to be rolled over to affect things out of reach. Projectile rolls must be higher than distance 
threshold to hit. 


description | threshold | dice 
Close 1-10 1d10 

Near 11-20 2d10 

Far 21-30 3d10 
Distant 31-40 4d10 


2.1. chase 


High Roller sets a threshold representing current distance gap between characters. Opposing parties con- 
flict! using traits and items, foregoing damage to affect the threshold. At zero, pursuers catch up and may 
inflict melee damage in conflicts. At forty, chased are nearly beyond pursuit. 


2.2. falling 


Roll traits and items over current distance threshold’ or inflict damage equal to roll. Player roll maximum 
must be at least equal to current distance threshold? or damage is inflicted equal to threshold. 


3. cover 


Set a threshold to be rolled over for opposition to discover“ or attack target. Cover is hit instead of target 
when opposition rolls under threshold. Targets in full cover do not deal damage in conflicts. 


description threshold 
Partial 1-10 
Half 11-20 
Broad 21-30 
Full 31-40 


4. stealth 


Conflict using traits and items between a hiding character and a looking character. 


! Over long distances, DEX conflicts transition to END conflicts and losing rolls deal damage. 
? Multiple ten-sided dice may be rolled in opposition instead of using distance threshold. 


3 If a character is hiding 


5. inventory 


Characters carry items equal to maximum roll of Strength (STR) dice pool. Characters must have a way of 
carrying items not held. Items may be bundled’ as much as the High Roller thinks is sensible. 


STR | items 
d4 4 
d6 6 
dg 8 
d10 10 
d12 12 
d20 20 


5.1. armor 


Players may transfer damage inflicted to items wielded or worn. 


6. restraining 


By foregoing damage in a conflict, a character may restrain® another character instead. Neither character 
may take any other action until the hold is broken by conflict or conceded by restrainer. 


6.1. restraints 
Roll over a restraint threshold set by High Roller, deal damage equal to failed rolls. 


7. rest 


Characters heal one mental or physical damage per day. Optional: Upon waking, subtract END and WIS 
rolls from a character’s physical (END) and mental (WIS) damage. 


7.1. exhaustion 


Inflict one mental damage for each day without rest. 


7.2. starvation 


Inflict one physical damage each day without food. Starving characters cannot rest. 


7.3. dehydration 


Inflict ten physical damage each day without water. Dehydrated characters cannot rest. 


7.4. asphyxiation 


Inflict five mental damage each minute without air. Character dies when mental damage exceeds forty. As- 
phyxiated characters cannot rest. 


8. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 
e Create copies to be shared without limit and for any purpose. 
e Create derivative works without restriction, for any purpose, and without credit. 


e Use this notice in your own work. 


4 Examples: Twenty arrows in a quiver, one-hundred gold coins in a purse, or a sword-cane 


5 Optional: Wielded items may be taken instead of restraining. 


1. introduction 


designation & description 


pressun press 


Slaying & Spelunking module for character naming and appearance. 


2. designation 


# mix | vowel | soft | hard 
1 c a f b 
2 g e h d 
3 w i 1 g 
4 X o m j 
5 u n k 
6 y s p 
7 q 
8 r 
9 t 
10 v 
11 x 
12 Z 
mix 
# 1 2 3 4 
1 | ca | ga | wa | xa 
2 | ce | ge | we | xe 
3 ci gi wi xi 
4 | co | go | wo | xo 
5 | cu | gu | wu | xu 
6 | cy | gy | wy | xy 
soft 
# 1 2 3 4 5 6 
1 | fa | ha | la | ma | na | sa 
2 | fe | he | le | me | ne | se 
3 fi hi li mi ni si 
4 | fo | ho | lo | mo | no | so 
5 | fu | hu | lu | mu | nu f| su 
6 | fy | hy | ly | my | ny | sy 


hard 

# 1 2 3 4 5 6 

1 ba | be | bi | bo | bu | by 

2 da | de | di | do | du | dy 

3 | ga | ge | gi | go | gu | gy 

4 | ja | je | ie] Jo | ju | sy 

5 ka | ke | ki | ko | ku | ky 

6 | pa | pe | pi | po | pu | py 

7 | qa | ge | qi | go | qu | gy 

8 ra | re | ri | ro | ru | ry 

9 ta te ti to tu ty 

10 | va | ve | vi | vo | vu | vy 

11 | xa | xe | xi | xo | xu | xy 

12 | za | ze | zi | zo | zu | zy 

3. description 

# hair face body clothes 
1 | Brown Narrow Tiny Fancy 
2 | Blonde Long Large Fitted 
3 Red Wrinkled | Scrawny Filthy 
4 Black Pudgy Brawny Frayed 
5 White Bony Stout Oversized 
6 Bald Soft Tall Tight 


4. notice 


I voluntarily dedicate this work into the Public Domain to en- 
courage new creations. 


Artists may: 


pose. 


any purpose. 


purpose, and without credit. 


Use this notice in your own work. 


Use this work without restriction and for any pur- 
Create copies to be shared without limit and for 


Create derivative works without restriction, for any 


ancestry & archetypes 


pressun press 


1. introduction 


Slaying & Spelunking module of character traits. 


2. ancestry 


Mix and match and for desired bloodline. Func- 
tion as traits and are tied to a character’s level. 


2.1. human 


Spend one notch to re-roll one die when using 
INT. 


2.2. elf 


Spend one notch to re-roll one die when using 
WIS. 


2.3. halfling 


Spend one notch to re-roll one die when using 
FAE. 


2.4. dwarf 


Spend one notch to re-roll one die when using 
CON. 


2.5. gnome 


Spend one notch to re-roll one die when using 
DEX. 


2.6. orc 


Spend one notch to re-roll one die when using 
STR. 


2.7. fey 


Spend one notch to re-roll one die when using 
CHA. 


2.8. demon 


Spend one notch to re-roll one die when intimi- 
dating another creature. 


2.9. centaur 


Spend one notch to re-roll one die when running. 


2.10. dragon 


Spend one notch to re-roll one die when protect- 
ing treasure. 


2.11. goblin 


Spend one notch to re-roll one die when conflict- 
ing against a creature bigger than you. 


2.12. angel 


Spend one notch to re-roll one die when defend- 
ing another creature. 


2.13. troll 


Spend one notch to reduce one physical damage 
when not in a conflict. 


2.14. giant 


Spend one notch to re-roll one die when conflict- 
ing against smaller creatures. 


2.15. plant 


Spend one notch to re-roll one die when in direct 
sunlight. 


2.16. fungi 


Spend one notch to re-roll one die when resting. 
Rest can still be taken after receiving over forty 
damage. 


2.17. animal 


Spend one notch to re-roll one die when doing 
something bestial. 


3. archetypes 


Mix and match for desired result. Function as 
traits and are tied to a character’s level. 


3.1. paladin 


Action: Take a solemn oath. Spend one notch to 
re-roll one die when an ally is in danger. Gain 
one notch for upholding an oath. 


3.2. monk 


Spend one notch to re-roll one die when attacking 
without a weapon. Gain one notch when rolling 
only a single die. 


3.3. swashbuckler 


Spend one notch to re-roll one die in a duel. Gain 
one notch for ending a violent conflict without 
damage. 


3.4. barbarian 


Spend one notch to re-roll one die when damaged. 
Gain one notch for rolling largest value. 


3.5. ranger 


Spend one notch to re-roll one die when firing a 
projectile. Gain one notch for tracking a creature. 


3.6. mage 


Action: Create damaging magical effect within 
arms-length. Spend [4,6,8,10,12,20] notches to 
create a [d4,d6,d8,d10,d12,d20] magical projec- 
tile. Roll higher than current distance threshold to 
do so from range. Gain one notch for every suc- 
cessful magical attack. 


3.7. illusionist 


Action: Create illusory effect within arms-length. 
Spend [4,6,8,10,12,20] notches to create a 
[d4,d6,d8,d10,d12,d20] illusion. Roll higher than 
current distance threshold to do so from range. 
Gain one notch for every successful deception. 


3.8. necromancer 


Spend [4,6,8,10,12,20] notches to reanimate a 
[d4,d6,d8,d10,d12,d20] undead. Roll higher than 
current distance threshold to do so from range. In 
conflicts, one undead is destroyed upon failure in- 
stead of being damaged. Undead do not have lev- 
els. Gain one notch for every undead destroyed. 


3.9. shaman 


Action: Create nature-based effect within arms- 
length. Spend [4,6,8,10,12,20] notches to create a 
[d4,d6,d8,d10,d12,d20] nature-based effect. Roll 
higher than current distance threshold to do so 
from range. Gain one notch for every sunrise or 
sunset you watch. 


3.10. telekinetic 


Spend [4,6,8,10,12,20] notches to move a 
[d4,d6,d8,d10,d12,d20] object. Roll higher than 
current distance threshold to do so from range. 
Gain one notch each rest. 


3.11. priest 


Action: Pray for one hour. Spend one notch to re- 
duce the mental damage of a creature by one. 
Gain one notch for every hour of prayer. 


3.12. thief 


Spend one notch to re-roll one die when stealing. 
Gain one notch for each lock breached. 


3.13. scout 


Spend one notch to re-roll one die when fleeing. 
Gain one notch for each escape. 


3.14. bard 


Spend one notch to re-roll one die when perform- 
ing. Gain one notch for each original quip. 


3.15. assassin 


Spend one notch to re-roll one die when attacking 
assassination target. Gain one notch for each kill. 


3.16. hermit 


Spend one notch to re-roll one die when acting 
alone. Gain one notch for each item you gift to 
someone else. 


3.17. noble 


Spend one notch to re-roll one die when being a 
diplomat. Gain one notch for being recognized. 


3.18. peasant 


Spend one notch to re-roll one d4. Gain one 
notch when offending a noble. 


4. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations 
‘Artists may: 


U: 
. Cr 

Cr 

Ü: 


followers & occupations 


pressun press 


1. introduction 


Slaying & Spelunking module for character traits. 


2. followers 


Create followers with the same traits as player characters! or a with a single trait used for everything. 


2.1. artisan 


Spend one notch to re-roll one die when crafting. 
Gain one notch for each new item created. 


2.2. minstrel 


Spend one notch to for an ally to re-roll one die if 
a performance is ongoing. Gain one notch for 
each new creative work. 


2.3. merchant 


Spend one notch to re-roll one die when negotiat- 
ing. Gain one notch for completing a trade route. 


2.4. messenger 


Spend one notch to re-roll one die when prevent- 
ing a message from being stolen. Gain one notch 
for each message delivered. 


2.5. squire 


Spend one notch to re-roll one die when following 
an order. Gain one notch for completing an order. 


2.6. hunter 


Spend one notch to re-roll one die when tracking 
game. Gain one notch for successful hunt. 


2.7. scholar 


Spend one notch to re-roll one die when remem- 
bering something in a specific field of interest. 
Gain one notch for each new discovery. 


' Including additional traits from modules 


2.8. sailor 


Spend one notch to re-roll one die when prevent- 
ing a ship from sinking. Gain one notch for re- 
turning to shore from a trip. 


2.9. wizard 


Spend one notch to re-roll one die when identify- 
ing something magical. Gain one notch for each 
magical item identified. 


2.10. cook 


Spend one notch to re-roll one die when cooking 
food. Gain one notch for every meal completed. 


2.11. guard 


Spend one notch to receive damage intended for 
someone or something else. Gain one notch for 
every night without violent conflict. 


2.12. farmer 


Spend one notch to re-roll one die when using 
farming tools. Gain one notch for each harvest. 


3. notice 


I voluntarily dedicate this work into the Public 
Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for 
any purpose. 


e Create copies to be shared without limit 
and for any purpose. 


e Create derivative works without restric- 
tion, for any purpose, and without credit. 


e Use this notice in your own work. 


fears & flaws 


pressun press 


1. introduction 


Slaying & Spelunking module for optional character traits. 


2. fears 


Function like traits and deal mental damage in 
failed conflicts. Players inflict mental damage to 
themselves to re-roll dice. 


2.1. burning 


Inflict one mental damage to re-roll one die when 
dealing with fire. 


2.2. capture 


Inflict one mental damage to re-roll one die when 
being restrained. 


2.3. falling 


Inflict one mental damage to re-roll one die to 
prevent falling from a high place. 


2.4. fighting 


Inflict one mental damage to re-roll one die when 
fleeing from a violent attacker. 


2.5. darkness 


Inflict one mental damage to re-roll one die when 
fleeing toward light. 


2.6. monsters 


Inflict one mental damage to re-roll one die when 
fleeing otherworldly creatures. 


2.7. screaming 


Inflict one mental damage to re-roll one die when 
fleeing from loud noises. 


2.8. drowning 


Inflict one mental damage to re-roll one die when 
fully submerged in water. 


3. flaws 


Function like traits and gain notches when used in 
specific situations. 


3.1. rage 


Gain gain one notch for dealing physical damage. 


3.2. awkward 


Gain gain one notch for failing to persuade. 


3.3. gullible 


Gain one notch for failing a social conflict. 


3.4. cocky 


Gain one notch when acting alone. 


3.5. dishonest 


Gain one notch for every successful deception. 


3.6. greed 


Gain one notch for every new item obtained. 


3.7. humorous 


Gain one notch for every joke no one laughs at. 


3.8. lazy 


Gain one notch for not rolling in a failed conflict. 


3.9. clumsy 
Gain one notch for taking physical damage. 


3.10. judgemental 


Gain one notch for insulting a non-ally character. 
4. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
rtists may: 


* Use this work without restriction and for any purpose. 
+ Create copies to be shared without limit and for any purpose. 

+ Create derivative works without restriction, for any purpose, and without credit. 
* Use this notice in your own work. 


shrouds 


& secrets 
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1. introduction 


Slaying & Spelunking module for character backstory. 


2. shrouds 


Occupations to conceal a troubled past. 


2.1. urchin 


Gain one notch for each day without food. 


2.2. performer 


Gain one notch for receiving applause. 


2.3. prophet 


Gain one notch for each new follower. 


2.4. userer 


Gain one notch for each new financial agreement. 


2.5. gravedigger 


Gain one notch for each hole dug. 


2.6. peddler 


Gain one notch for each ware sold. 


2.7. alchemist 


Gain one notch for each new experiment. 


2.8. apothecary 


Gain one notch for each concoction created. 


2.9. housekeeper 


Gain one notch for each area cleaned. 


2.10. fortuneteller 


Gain one notch for each correct prediction. 


2.11. soldier 


Gain one notch for each order followed. 


2.12. collector 


Gain one notch for each debtor roughed up. 


2.13. mercenary 


Gain one notch for each contract fulfilled. 


2.14. investigator 


Gain one notch for each case solved. 


2.15. courier 


Gain one notch for each parcel delivered. 


2.16. tinkerer 


Gain one notch for each object repaired. 


2.17. servant 


Gain one notch for each order completed. 


2.18. crier 


Gain one notch for each new piece of gossip. 


2.19. hunter 


Gain one notch for each creature slain. 


2.20. drifter 


Gain one notch for each location discovered. 


3. secrets 


Occupations unknown by current company. 


3.1. brawler 


Gain one notch for each fistfight won. 


3.2. bandit 


Gain on notch for each successful robbery. 


3.3. gambler 


Gain one notch for each winning bet. 


3.4. blackmailer 


Gain one notch for each successful blackmail. 


3.5. fence 


Gain one notch for each stolen object sold. 


3.6. cultist 


Gain one notch for each decree followed. 


3.7. poisoner 


Gain one notch for each concoction created. 


3.8. ransomer 


Gain one notch for each successful kidnap. 


3.9. smuggler 


Gain one notch for each authority deceived. 


3.10. fugitive 


Gain one notch for each successful escape. 


3.11. forger 


Gain one notch for each successful counterfeit. 


3.12. prostitute 


Gain one notch for each successful seduction. 


3.13. arsonist 


Gain one notch for each building incinerated. 


3.14. raider 


Gain one notch for each treasure hoard found. 


3.15. pirate 


Gain one notch for each successful intimidation. 


3.16. spy 


Gain one notch for each secret discovered. 


3.17. graverobber 


Gain one notch for each burial site breached. 


3.18. rebel 


Gain one notch for each act of treason. 


3.19. pickpocket 


Gain one notch for each successful steal. 


3.20. poacher 


Gain one notch for each hide sold. 


4. notice 


I voluntarily dedicate this work into the Public 
Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for 
any purpose. 


e Create copies to be shared without limit 
and for any purpose. 


e Create derivative works without restric- 
tion, for any purpose, and without credit. 


e Use this notice in your own work. 


equipment & enchantments 


pressun press 


1. introduction 


Slaying & Spelunking module for adventuring gear and magical items. 


2. equipment 


Item must be used to grant its effect. 


2.1. prybar 


Spend one notch to re-roll one die when trying to 
pry something open. 


2.2. ball bearings 


Target cannot chase or flee until succeeding in a 
conflict against this item. 


2.3. caltrops 


Target who fails in a conflict against this item 
may inflict damage to themselves equal to roll 
then move an equal amount. 


2.4. sledge hammer 


Spend one notch to re-roll one die against struc- 
tures. 


2.5. poison 


Target is restrained until restrain is broken by 
conflict or given an antidote. No rest can be taken 
while poisoned. Item is consumed on use. 


2.6. battering ram 


Spend one notch to re-roll one die against doors. 


2.7. medical kit 


Spend one notch to re-roll one die when resting. 
Inflict one damage to this item each use. 


2.8. hunter’s trap 


Inflict damage upon restraint. 


2.9. pole 


Interact with close objects. 


2.10. whistle 


Noise travels distance equal to roll. 


2.11. whetstone 


Spend one notch to reduce one damage to a blade. 


2.12. bag 

Carry items equal to maximum roll. Cannot gain 
levels or dice. 

2.13. quiver 

Carry arrows or bolts equal to maximum roll. 


Cannot gain levels or dice. 


2.14. lock 
Conflict to breach. 


2.15. magnifying lens 


Re-roll one die when examining. 


2.16. block and tackle 


Spend one notch to re-roll one die when lifting. 


2.17. telescope 


See distance equal to roll. 


2.18. grappling hook 


Spend one notch to re-roll one die when climbing. 


2.19. lantern 


Illuminate close objects. Refill with oil. 


2.20. torch 


Illuminate close and nearby objects. Inflict one 
damage to this item every minute it is lit. 


3. enchantments 


Properties to be added to items. Maximum total 
of forty must be respected for any item which 
gains dice. 


3.1. reckless 


Inflict one physical damage to wielder to re-roll 
one die of this weapon. 


3.2. haunting 


Inflict one mental damage to wielder to re-roll 
one die of this weapon. 


3.3. fragile 


Item breaks upon conflict. 


3.4. exploding 


Restriction: consumable only. Item deals equal 
damage to all characters within a distance thresh- 
old equal to roll. Item is destroyed after conflict. 


3.5. regenerating 


Reduce damage equal to item roll when resting. 


3.6. heirloom 


Damage cannot be transferred to this item. 
Wielder takes all damage directly or to armor. 


3.7. durable 


Item cannot break except by receiving over forty 
damage. 


3.8. fire 


Target ignited upon hit. Burning targets may be 
put out with an action when not in a conflict. Re- 
roll lowest rolled die in conflicts against burning 
targets. 


3.9. charge 


Gain 1d4 per action spent charging. Wielder may 
re-roll one die per action spent charging. Wielder 
must use entire current charge if a conflict is 
brought against them. 


3.10. vorpal 


Restriction: d4 items only. Item cannot gain lev- 
els and additional dice. Conflict until death of 
wielder or target. Roll one extra 1d3 if the maxi- 
mum of a die is rolled. This item cannot be used 
in collaboration with anyone or anything else. 


3.11. speedy 


Spend one notch to re-roll one die when fleeing. 


3.12. shielding 


Spend one notch to re-roll one die when wielder 
is undamaged. 


3.13. holy 


Forgo damage to cause all abominations! within 
range equal to wielder’s roll to flee equal to 
wielder’s roll. 


3.14. restraining 


Adjust in size to accommodate humanoid targets. 
Spend one notch to re-roll one die when restrain- 
ing a creature. 


3.15. slaying 


Declare one type of creature to spend one notch to 
re-roll one die when attacking. This declaration 
cannot be changed. 


3.16. healing 


Restriction: consumable only. Re-roll one die 
when resting. Item is consumed upon use. 


3.17. charming 


Spend one notch to re-roll one die when persuad- 
ing or deceiving a creature who understands you. 


3.18. talking 


Restriction: sentient item only. Item may spend 
one notch to conflict against the wielder. Upon a 
success, the item mentally restrains the wielder. 
Wielder cannot act except following commands 
from item or attempting to break restraint. 


3.19. lightning 


Damage is dealt to target directly, ignoring armor. 


3.20. lucky 


Spend one notch to re-roll any die when total is 
over forty. 


4. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


* Use this work without restriction and for any purpose. 
* Create copies to be shared without limit and for any purpose. 
e Create derivative works without restriction, for any purpose, and without credit. 


* Use this notice in your own work. 


' Player characters are unaffected 


l. introduction 


Module to create and regulate magical effects. 


2. element 


elements 


pressun press 


& effects 


Spend one notch per die used! in a conflict to add another die corresponding to the element used. 


die | element 
d4 Fire 
d6 Earth 
d8 Air 
d12 Ether 
d20 Water 
3. effect 
Roll to create an effect used at will, for one use, or with notches spent equal to the sum of each roll. 
# | range | purpose period function target 
1 close illusion instantaneous call shade 
2 near movement one minute foresee light 
3 far connect one hour coerce sound 
4 distant utility one day ward air 
5 defense one week ensnare material 
6 offense one month petrify energy 
7 one year change life 
8 permanent banish space 
9 summon environment 
10 animate dimension 
11 time 
12 divine 


4. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 


Artists may: 


e Use this work without restriction and for any purpose. 


e Create copies to be shared without limit and for any purpose. 


e Create derivative works without restriction, for any purpose, and without credit. 


e Use this notice in your own work. 


I Example: one notch with one die currently used, two notches with two dice used, etc... 


characters 


& classes 


pressun press 


l. introduction 


Slaying & Spelunking module for class roles. Master Ability Special Technique Emergency Resource, 
NPC Procedural Creation, and Suitsayer modules are utilized for various classes. 


2. class 


Follow instructions in class description unless 
multi-classing. Classes have levels independent 
from each other and character level. Gain a char- 
acter trait and ability upon earning the level equal 
to the last number listed in the trait. 


2.1. brute 


Skilled fighter and combat specialist. Use NPC 
Procedural Creation to create an enemy or mentor 
somewhere within the world. 


2.1.1. imposing 


Spend one notch to re-roll one die when intimi- 
dating others. 


2.1.2. grappler 


Spend one notch to re-roll one die when disarm- 
ing or restraining. 
2.13. brawler 


Gain one notch for fighting unarmed, improvising 
using the environment, or using clever maneuvers. 


2.1.4. reckless 


Inflict one damage to wielded weapon to re-roll 
one combat die. 


2.1.5. defensive 


Spend on notch to re-roll one die when protecting 
another character. 


2.1.6. fortitude 


Spend one notch to transfer any amount of physi- 
cal damage into mental damage. 


2.1.7. ruthless 


Spend notches to add equal damage upon a suc- 
cessful melee combat roll. 


2.1.8. tough 


Spend notches equal to the difficulty of a melee 
combat roll to reduce the difficulty by one tier 
when damaged. 


difficulty notches 
Easy 1 
Tricky 2 
Hard 3 
Wicked 4 


2.1.9. endurance 


Spend notches to reduce incoming damage by an 
equal amount. 


2.1.10. finisher 


MASTER: Create a dangerous signature ability to 
end a fight. 


2.2. hunter 


Pursuer and slayer of various creatures with an 
animal companion. 


— 


bird 
dog 


Re-roll one die when distracting target 


N 


Re-roll one die when tracking target 


2.2.1. stealth 


Spend one notch to re-roll one die when hiding. 


2.2.2. tracker 


Spend one notch to re-roll one die when following 
the trail a target. 


2.2.3. predator 


Gain one notch for each target captured or slain. 


2.2.4. ambusher 


Spend one notch to re-roll one die when attacking 
a target by surprise. 


2.2.5. navigator 


Spend one notch to re-roll one die when looking 
for which direction to travel. 


2.2.6. survivor 


Spend one notch re-roll one die when damaged 
physically over thirty. 


2.2.7. primitive 


Spend one notch to re-roll one die when crafting 
using natural materials or foraging. 


2.2.8. sharpshooter 


2.3. magician 


Sly charmer well-versed in skulduggery. Use 
NPC Procedural Creation to create a rival some- 
where within the world. 


2.3.1. prestidigitation 


Spend one notch to re-roll one die when sleeving, 
palming, or using sleight of hand. 


2.3.2. escapologist 


Spend one notch to re-roll one die when escaping. 


2.3.3. pizzazz 


Gain one notch for when performing with style. 


2.3.4. trickster 


Spend one notch to re-roll one die when fleeing. 


2.3.5. confederate 


Spend one notch to re-roll one die when assisting 
another character with a deception. 


2.3.6. glamorous 


Spend one notch to re-roll one die when undam- 
aged physically. 


2.3.7. mentalist 


SUITSAYER: Accurately predict how a character 
will behave upon success. Inflict mental damage 
equal to card upon failure. 


2.3.8. illusionist 


Spend notches to create a novel illusion of a cor- 
responding die value. 


Spend notches equal to the range of a combat roll die note hEs 
to reduce the difficulty by one tier. 

d4 4 
difficulty notches d6 6 
Close 1 d8 8 
Near 2 d10 10 
Far 3 d12 12 
Distant 4 d20 20 


2.2.9. trapper 


Spend notches to increase the effectiveness of a 
trap by an equal amount. 


2.2.10. assailant 


MASTER: Create a killing blow designed to use in 
close range. 


2.3.9. hypnotizing 


Spend notches to add an equal amount to a con- 
flict when mentally restraining a target. 


2.3.10. prestige 
MASTER: Create a signature trick. 


2.4. outlaw 


Fugitive with a shady past. Use NPC Procedural 
Creation to create a stalker within the world. 


2.4.1. thief 


Spend one notch to re-roll one die when pick- 
pocketing. 


2.4.2. lockpicker 


Spend one notch to re-roll one die when breach- 
ing a lock. 


2.4.3. burglar 


Gain one notch upon gaining entry somewhere 
locked or guarded. 


2.4.4. robber 


Spend one notch to re-roll one die when convinc- 
ing a character to forfeit valuables. 


2.4.5. rouge 


Spend one notch to re-roll one die when cheating 
or betraying. 


2.4.6. slippery 


Spend one notch to re-roll one die when fleeing 
conflict. 


2.4.7. desperado 


Self-inflict physical damage to add an equal 
amount to a violent conflict. 


2.4.8. keen 


Spend notches to decrease the difficulty of finding 
something or someone hidden by one tier. 


cover notches 
Partial 1 
Half 2 
Broad 3 
Full 4 


2.4.9. lonesome 


Spend notches to re-roll one die when working 
alone. 


2.4.10. cutthroat 
MASTER: Create a signature underhanded move. 


2.5. prophet 


Missionary and proselytizer. Use to Divine Inter- 
pretation Via Incidental Number Extrapolation to 
create a religion. 


2.5.1. blessed 


Spend one notch to re-roll one die when attacked. 


2.5.2. oracle 


SUITSAYER: Divinely answer a question with yes 
or no upon success. Inflict mental damage equal 
to value of card drawn upon failure. 


2.5.3. devout 


Gain one notch upon acting morally. 


2.5.4. miraculous 


SUITSAYER: Heal another character’s damage 
equal to the value of card on success. Receive 
mental damage equal to value of card on failure. 


2.5.5. martyr 


Self-inflict physical damage to reduce another 
character’s physical damage by an equal amount. 


2.5.6. resolute 


Spend one notch to re-roll one die when mental 
damage is above thirty. 


2.5.7. wise 


Spend one notch to heal one mental damage of 
another character when not in a conflict. 


2.5.8. exorcist 


Conflict to cause characters or supernatural be- 
ings to flee equal to success. 


distance total 
Close 1-10 
Near 11-20 
Far 21-30 
Distant 31-40 


2.5.9. paragon 


Spend one notch to re-roll one die when difficulty 
is wicked. 


2.5.10. destined 


MASTER: Plead for divine intervention. Inflict 
mental damage upon failure. 


2.6. troubadour 3. notice 

Aspiring historian eager for adventure. Use NPC I voluntarily dedicate this work into the Public 
Procedural Creation to generate a patron some- Domain to encourage new creations. 

where within the world. Artists may: 


e Use this work without restriction and for 


2.6.1. personable any purpose. 


Spend one notch to re-roll one die when persuad- 


À e Create copies to be shared without limit 
ing someone else. 


and for any purpose. 


e Create derivative works without restric- 


2.6.2. sharp-tongued A : ; 
tion, for any purpose, and without credit. 


Quips and insults may inflict mental damage. rna 
e Use this notice in your own work. 


2.6.3. poet 


Gain one notch upon creating a novel rhyme. 


2.6.4. gifted 


Spend one die to re-roll one die while attempting 
to do something never done before. 


2.6.5. peaceful 


Spend one notch to heal one mental damage when 
resting. 
2.6.6. helpful 


Spend one notch to give another character a notch 
when in a conflict. 


2.6.7. proverbial 


Gain one notch upon creating a new proverb. 


2.6.8. lucky 


Spend notches to reduce the difficulty of another 
character’s non-violent conflict by one tier. 


difficulty notches 
Easy 1 
Tricky 2 
Hard 3 
Wicked 4 


2.6.9. humorous 


Gain one notch upon making another character 
honestly laugh. 


2.6.10. heroic 


MASTER: Perform an action worthy of songs and 
legends. 


surplus & scarcities 


pressun press 


1. introduction 


Slaying & Spelunking module modifying Dice Influenced Cartography Enhancer as a rest mechanic. 


2. setup 


Roll 3d12 to determine the level of food, water, and rest the characters have had recently. Upon gaining a 


surplus or scarcity, roll to determine its die size. 


scarcity 


surplus 


1 2 3 4 5 6 


7 8 9 10 11 12 


d20 | d12 | d10 | d8 | d6 | d4 


water | d4 | d6 | d8 | dlO | d12 | d20 


d20 | d12 | d10 | d8 | d6 | d4 


d4 | d6 | d8 | d10 | d12 | d20 


d20 | d12 | d10 | d8 | d6 | d4 


d4 | d6 | d8 | d10 | d12 | d20 


die 


d10 
d12 
d20 
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3. surplus 


Roll a die for each surplus to reduce damage each 
rest. Reduce the die size of a surplus by one size 
upon rolling the minimum. 


Increase food and water die size up by one 
for each rest with them. Increase rest by one die 
size up for each rest with food and water. Food 
and water become scarce when reduced beneath 
the minimum. 


4. scarcity 


Roll a die for each scarcity to inflict damage each 
rest. Increase the die size of a scarcity by one size 
upon rolling the maximum of the die. 


Increase food and water die sizes up by one 
for each rest without them. Reduce or increase 
rest by one die size up for each 24-hour period 
with or without it. Food and water become a sur- 
plus when increased above the minimum die size. 


die difficulty 
d4 Easy 
d6 Tricky 
d8 Tricky 
d10 Hard 
d12 Hard 
d20 Wicked 


Reduce a scarcity by one die size by succeeding 
in conflict to reduce it. The minimum difficulty 
of this conflict increases as scarcity die increases. 


5. notice 


I voluntarily dedicate this work into the Public 
Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for 
any purpose. 


e Create copies to be shared without limit 
and for any purpose. 


e Create derivative works without restric- 
tion, for any purpose, and without credit. 


e Use this notice in your own work. 


tavern 


pressun press 


l. introduction 


Tavern Adventurers Visit Expecting Refreshments Nightly is a Slaying & Spelunking Module for generat- 
ing establishments for eating, drinking, and rest. Playing cards & polyhedral dice are required. 


5. name 
2. type 
1 | Busty Festering Sausage | Yolk 
1 Public House 2 | Bloody Dripping Nut Curd 
2 Tavern 3 | Flapping} Slurping | Blowhole| Jowls 
3 Alehouse 4 | Dead Oozing Hole Fungus 
4 Barroom 5 | Drunken Creamy Bone Lard 
5 Inn 6 | Flaming | Squirting Maggot | Crevice 
6 Roadhouse 7 | Supple Putrid Seaman | Gullet 
8 | Moist Suckling Stick Maw 
3.a visitor enters 9 | Mangled| Bulbous Wiener | Pulp 


10| Naughty | Engorged Prick | Serpent 
= denizen goal problem 11| Sultry Gushing Winky | Squelch 
l Urchin Food Sick 12| Salty Succulent Kitty Smear 
2 Drunk Booze Wasted 13|Titillated| Juicy Tickler | Gusset 
3 Traveler Money Injured 14| Greasy Gooey Dinger | Scrum 
4 Villager Help Poor 15| Thirsty | Grotesque Beaver Hose 
5 Ruffian Fight Clumsy 16| Slimy Sore Gash Bap 
6 | Lawman | Deputy Afraid 17| Flaccid | Crochety | Wound | Bell 
18 | Gurgling | Gesticulating | Scumbag | Cave 
4. rooms 19| Chunky Fetid Pocket | Skeet 
20 | Queasy Seeping Clam Slag 
1 Taproom 
Z pone 6. notice 
2 Cellar I voluntarily dedicate this work into the Public 
4 Well Domain to encourage new creations. 
3 Kitchen Artists may: 
6 Bedroom e Use this work without restriction and for 
7 Storage any purpose. 
8 Basement e Create copies to be shared without limit 
9 Paniry and for any purpose. 
10 Stables ° Create derivative works without restric- 
tion, for any purpose, and without credit. 
i Pay, e Use this notice in your own work. 
12 Bathhouse 
13 Secret 


skitter killer in the tavern’s empty room 


l. introduc 


tion 


pressun press 


Tavern Adventurers Visit Expecting Refreshments Nightly module for a voyage underground. Characters 
must escort the establishment’s mouser to kill rodents. An "empty" room hides a secret passage. 


2. setup 


Establish a list of rumors of what is within 
the ruins the tavern is built upon. 


3. play 

Draw a playing card corresponding to the rumor 
table, suit determining difficulty in a conflict. 
Place card on table to represent a location. 


# rumor # location 

1 1 Collapsed Staircase 

2 2 Crawl Space 

3 3 Bunker 

4 4 Sewer 

5 5 Latrine 

6 6 Cellar 

7 7 Bedroom 

8 8 Altar 

9 9 Shrine 

10 10 Prison 

11 11 Crypt 

12 12 Vault 

13 Rat King 13 Rodent Nest 
OA moser suit difficulty 
Cat tasked with reducing the rodent population. Spade Pasy 
Capable of seeing beings humans cannot. Club Tricky 

If an amount of damage would cause a cat Damong ard 
to die, the cat may spend one of its nine lives to Heart Wicked 
take no damage instead. 
4. notice 


# color eye 
1 Tortoiseshell Blue 
2 Orange Yellow 
3 Calico Gold 
4 White Green 
5 Tabby Hazel 
6 Black Grey 


I voluntarily dedicate this work into the Public Domain 
to encourage new creations. 
Artists may: 
e Use this work without restriction and for any 
purpose. 
e Create copies to be shared without limit and 
for any purpose. 
e Create derivative works without restriction, 
for any purpose, and without credit. 


e Use this notice in your own work. 


character sheet 


pressun press 


name: 


level: 
notches: 


traits 


skills level 


damage 
physical: 


mental: 
item 


level item level 


notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations 
Artis y: 


Use this work without restriction and for any purpose. 
Create copies to be shared without limit and for any purpose. 


Create derivative works without restriction, for any purpose, and without credit. 
* Use this notice in your own work. 


character creation 
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l. introduction 


Public Domain Role-Playing Game Module for simple character creation. 


2. dice 
Each player starts with seven dice. Roll for each die or use a set! of polyhedral dice. 


roll | die 

1 d4 
d6 
dg 
d10 
d12 
d20 
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3. assign 
Use one die to create a character trait or item. Multiple dice may be assigned to the same trait or item. 


4. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 
e Create copies to be shared without limit and for any purpose. 
e Create derivative works without restriction, for any purpose, and without credit. 


e Use this notice in your own work. 


! 1d4, 1d6, 1d8, 2d10, 1d12, 1d20 


goal oriented achievement limit 


pressun press 


1. introduction 


PD20RPG module for setting and achieving goals. 


2. setup 


Create a narrative goal. Optional: Decide or roll for difficulty. 


3. play 


Gain one notch on the goal! when progress is made. Optional: Notches gained cannot exceed difficulty. 


4. finish 


Resolve a conflict to achieve a goal. If roll is under notches accumulated on the goal, it fails. If roll is over 
notches accumulated on the goal it succeeds. If roll is equal? to notches, the goal remains and may be at- 
tempted again when progress is made. Upon finishing a goal, all notches accumulated are transferred to the 
character? which accomplished it. 


5. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 
e Create copies to be shared without limit and for any purpose. 
e Create derivative works without restriction, for any purpose, and without credit. 


e Use this notice in your own work. 


! Not the character 
? Once 20 notches have accumulated on a goal it cannot be completed 


3 Or split among the group 


supplies 
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1. introduction 


Supplies Used Preparing Players Lost In Exhausting Situations is a PD20RPG module for rations, outfits, 


and gear management. 


2. supply 

Supplies are shared among everyone in a group. 
A single die, representing supply, is rolled when- 
ever a copy of a common item which is already in 
the possession of character is needed. If any 
number other than the minimum is rolled, the 
copy is there and can be used. If the minimum is 
rolled, the item is not there and the die size is re- 
duced by one tier. Supply runs out when die size 
cannot be reduced further. 


# die notches 
1 d4 4 
2 d6 6 
3 d8 8 
4 d10 10 
5 d12 12 
6 d20 20 


2.1. repair 


When resting, roll supply to reduce damage on 
items equal to roll. 


2.2. restock 


Goods may be purchased from those willing to 
trade. The amount of goods, represented by die 
size, which will be available varies by establish- 
ment size. 


# size maximum 
1 Trader d4 

2 Settlement d6 | d8 | d10 
3 Community d12 

4 Municipality d20 


3. trade 


Exchange items for notches and notches for 
items. 


4. sell 


Roll item die for sell price of item in notches. 


5. buy 


Purchase item with notches equal to maximum 
die roll. 


6. notice 


I voluntarily dedicate this work into the Public 
Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for 
any purpose. 


e Create copies to be shared without limit 
and for any purpose. 


e Create derivative works without restric- 
tion, for any purpose, and without credit. 


e Use this notice in your own work. 


default difficulty 
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l. introduction 


Public Domain Role-Playing Game module for player-assigned difficulty for non-opposed actions. 


2. assessment 


Determine the difficulty of a task by the maximum roll of a character trait. 


roll | difficulty 
1-10 Wicked 
11-20 Hard 
21-30 Tricky 
31-40 Easy 


3. collaboration 


Difficulty is determined by the character trait with the lowest maximum roll. 


4. notches 


Players contribute notches to conflicts without affecting difficulty by describing a character’s contribution. 


5. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 
e Create copies to be shared without limit and for any purpose. 
e Create derivative works without restriction, for any purpose, and without credit. 


e Use this notice in your own work. 


master 
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1. introduction 


Master Ability Special Technique Emergency Resource is a Public Domain Role-Playing Game module for 
implementing a high-level character’s signature ability. 


2. training 


Add a special technique to any trait or item with a maximum roll of forty. 


3. use 


Inflict one permanent damage or spend notches equal to level of character or item. Roll 1d100 under cur- 
rent level of character or item to succeed. Roll fails if under current damage of most damaged character in- 
volved. Inflict damage to user on fail and target on success. Dice become 2d10 for damage. 


3.1. gradient 


Determine level of success and failure or result by even and odd. Even number for major success or failure. 
Odd number for minor success or failure. 


3.2. collaboration 


Players combine signature abilities, adding notches and levels to the threshold to be rolled under. Only one 
player rolls! but any may evoke a re-roll. High Roller may set a limit” on sum total of levels. 


3.3. difficulty 


Optionally, set a difficulty threshold to roll over while rolling under level threshold. High Roller may waive 
roll if level is above difficulty. 


difficulty | threshold 
Easy 1-25 
Tricky 26-50 
Hard 51-75 
Wicked 76-100 


4. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 
e Create copies to be shared without limit and for any purpose. 
e Create derivative works without restriction, for any purpose, and without credit. 


e Use this notice in your own work. 


' Optionally, three players? roll 1d100 and discard the highest and lowest roll. 
? Between 75-100 


multi user linked together integration 


pressun press 


l. introduction 


Module for PD20RPG and Public Domain Role-Playing Game for coordinating multiple players control- 
ling one character, construct, or collective. 


2. setup 


Each player assigns one to three traits representing their part of the whole. Traits shared by the whole 
group may also be assigned. Players begin with twenty notches or roll for them at High Roller’s discretion. 


3. control 


Each player! bets notches secretly on a die concealed in front of them. Everyone reveals their bet at the 
same time, highest” gaining control. Anyone collaborating must use an equal or smaller die than whoever 
is in control. When all notches are spent, rest must be taken. Notches may be regained or rolled for upon 
resting. Control is forfeited upon waking and taking damage. 


4.semi-competitive mode 


Each player assigns three secret desires. Gain a notch every time a desire is fulfilled. Use notches to add 
levels? to desires. At the end of each session, total the levels of each desire. Highest total’ is the winner. 


5. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 
e Create copies to be shared without limit and for any purpose. 
e Create derivative works without restriction, for any purpose, and without credit. 


e Use this notice in your own work. 


' Excluding High Roller 
? Resolve ties with opposing rolls 
3 Not dice 


4 Add notches to totals on ties 


high rolling 


pressun press 


l. introduction 


Public Domain Role-Playing Game explained. 


2. agency 


Players are in total control of their characters, A 
High Roller’s duty is to create adversity for char- 
acters to overcome by asking questions. The 
most basic of these questions is: "What would 
you do if...?" Give players enough detail about 
the setting and the situation to make informed an- 
swers. In any scenario! involving a character, ask 
the player what happened instead of telling the 
player what happened. 


3. traits 


Examples included in Public Domain Role-Play- 
ing Game are suggestions. Any trait can be used 
and any noun’ can be represented by traits. 


4. dice 


With no inherent meaning, storytellers wield 
chance to create meaning. Probability creates and 
predicts situations with real stakes. Arrays with 
higher averages? generally roll higher than lower 
averages. Adding dice with lower maximum rolls 
increase the average of an array and keep rolls 
closer to the average. Using dice with higher 
maximum rolls increase the variety“ rolls. 


4.1. arrays 


Fifteen of forty-three provided dice combinations 
are possible with two sets of polyhedral dice. 
Players have arrays of higher means than the High 
Roller. Accompany every die used with narrative 
description. 


! Including when a character takes damage 
? groups, vehicles, and objects 
3 mean 


4 deviation 


high roller arrays 


array mean | deviation 
d20 d20 21 8.15 
d20 d12 d8 21.5 7.10 
d20 d12 d4 d4 22 6.90 
d20 d10 d10 21.50 7.05 
d20 d10 d6 d4 22 6.76 
d20 d8 d8 d4 22 6.71 
d20 d8 d6 d6 22 6.66 
d20 d6 d6 d4 d4 22.50 6.45 
d12 d12 d10 d6 22 5.92 
d12 d10 d10 d8 22 5.80 
d10 d10 d10 d10 22 5.74 
d10 d10 d10 d6 d4 22.50 5.36 
d10 d10 d8 d8 d4 22.50 5.32 
d10 d8 d8 d6 d4 d4 23 4.92 


player arrays 


array mean | deviation 
d20 d20 21 8.15 
d20 d4 d4 d4 d4 d4 23 6.28 
d12 d12 d12 d4 23.50 5.98 
d12 d4 d4 d4 d4 d4 d4 d4 24 4.55 
d10 d10 d10 d10 22 5.74 
d10 d6 d4 d4 d4 d4 d4 d4 24 4.32 
d8 d8 d8 d8 d8 22.50 5.12 
d8 d4 d4 d4 d4 d4 d4 d4 d4 24.50 3.91 
d6 d6 d6 d6 d6 d6 d4 23.50 4.33 
d6 d6 d4 d4 d4 d4 d4 d4 d4 24.50 3.82 
d4 d4 d4 d4 d4 d4 d4 d4 d4 d4 25 3.54 


4.2. modifiers 


Public Domain Role-Playing Game is balanced 
without formal modifiers. Both sides adding 
numbers to their rolls is unneeded arithmetic 
which adds nothing creatively. Being forced to 
consult a character sheet after rolling slows the 
game down. Dice themselves are informal modi- 
fiers since none can roll under a one. 


5. conflict 


Public Domain Role-Playing Game functions 
without formal turn order and initiative. Turn or- 
ders in a role-playing game condemn all to play- 
ing a fraction of the time, pressure players to per- 
form, and frustrate impatient players. 


All characters must take one action? before 
anyone may take another. Whoever rolls highest 
may declare their next action before anyone else. 


Anything non-trivial can be represented as 
a conflict and anything sensible can be used 
within a conflict. 


One d10 per level of difficulty may be used 
instead of set threshold. 


difficulty | threshold | dice 
Easy 1-10 1d10 
Tricky 11-20 2d10 
Hard 21-30 3d10 
Wicked 31-40 4d10 

5.1. damage 


Mortals can receive a maximum of forty damage 
whereas the most powerful thing conceivable has 
a maximum of one thousand six-hundred. Strong 
targets and groups may be built from multiple 
parts at mortal® scale. 


Inflicted damage may be transferred into 
wielded items instead of a character. 


A threshold equal to the damage of the 
most damaged allied character involved in a con- 
flict must be rolled over to succeed. Conflict is 
failed if roll is under damage threshold, even if it 
is higher than the opposition. Players must coor- 
dinate who is the most damaged before rolling. 


Alternatively, something may have a dice 
pool and lose one die each time a conflict is lost. 


Retreat or a change in tactics may happen 
at set thresholds of damage. 


Upon rolling a tie, the players and High 
Roller may decide for both parties to take damage 
instead of no change to the situation. 


5.1.1. breakage 


An item breaking may inflict full damage to the 
wielder, inflict reduced damage based on remain- 
ing damage, or inflict no damage to the wielder. 
Use former rule for high stakes. 


5 Players may pass and concede their action 


6 40 damage maximum 


5.2. collaboration 


Creativity with traits and items allow characters to 
use more of them in conflict rolls. Players gamble 
damage to their characters and items equal to the 
maximum they can roll. Independent characters 
are vulnerable when losing conflicts since no 
damage is split. Management of player resources 
is the core of all strategies. 


Non-violent actions may contribute to total 
damage for creating situations to inflict damage. 


Those good at mental arithmetic may help 
others who are not since all numbers are on the 
table and not in character sheets. 


5.3. failure 


Success and failure do not need to be a binary. 
By setting a threshold, a number is set for a "flaw- 
less" success. If a roll is under threshold, the 
High Roller may offer a player to succeed in their 
action but take damage equal to their roll. 


5.4. chase 


Any trait or item may be used, if sensible. A sin- 
gle conflict may represent a chase or expanded 
into multiple conflicts. Instead of measurement, 
abstract distances of "close" to "distant" prioritize 
context over mechanics. 


Distance threshold may be done as a tug-of- 
war between the High Roller and players, each 
adding or subtracting to it. 


Alternatively, High Roller and players may 
have separate distance thresholds affected equal to 
each individual player’s roll. 


6. progression 


Characters become more versatile with traits and 
items as they use them. As dice pools grow, char- 
acters may invest more of themselves in specific 
actions without using multiple traits and items. 


6.1. notches 


Notches represent a character’s experience within 
the world. Characters gain experience through 
surviving adversity. Spending notches represent 
past experiences affecting future outcomes. 


7. items 


Any object can be incorporated in Public Domain 
Role-Playing Game if the maximum of forty is re- 
spected. Spending notches earned on an item can 
be used as a mechanic for special abilities. 


8. modules 


Share modules without restriction on use, deriva- 
tives, and distribution. Assume printing to paper 
as the default and design accordingly. Modules 
should be no longer than they need to be and lim- 
ited in scope to doing a specific thing well. 


9, effects 


Aspects’ traits and items may affect. 


9.1. charge 


More effective if multiple actions are spent charg- 
ing. 


9.2. compel 


Offer notches to make specific actions enticing. 


9.3. consumption 


Item breaks or is consumed upon use. 


9.4. constant 


Effect persists unless an action is used to dispel it. 


95. context 


Effect may only work in a specific context. 


9.6. damage 


Effective if no damage or a specific amount of 
damage is taken. Inflict damage upon use. 


9.7. distance threshold 


Push, pull, and teleport equal to roll. Create ob- 
stacles to prevent targets from getting closer. 
Cause target to flee. 


9.8. level 


Effect may require a specific level. Item may not 
be able to gain levels. 


9.9. range 


Effective equal to roll, maximum roll, or set dis- 
tance. 


9.10. regeneration 


Dealing damage or forgoing to allow a character 
to reduce their own damage. 


7 This is not an exhaustive list 


9.11. re-roll 


A single die may be re-rolled once per conflict in 
specific situations. The highest, lowest, or a die 
of choice may be re-rolled. 


9.12. resistance 


A specific type of damage is ineffective. An item 
damage cannot be transferred to. 


9.13. rest 


Prevent, increase or decrease effectiveness of rest. 


9.14. restraint 


Target must break restraint before acting. 


9.15. roll 
Effect may require a high roll to be used. 


9.16. senses 


Blind, deafen, or confuse a target. 


9.17. sentient 


Item functions as a character. 


9.18. summons 


Autonomous creatures, items, or effects aid with- 
out using character action. 


9.19. targeting 


Switch target to another viable target. 


9.20. weakness 


Creature cannot be permanently destroyed except 
by their specific weakness. 


10. notice 


I voluntarily dedicate this work into the Public Do- 
main to encourage new creations. 
Artists may: 
e Use this work without restriction and for any 
purpose. 
e Create copies to be shared without limit and 
for any purpose. 


e Create derivative works without restriction, 
for any purpose, and without credit. 


e Use this notice in your own work. 


dice influenced cartography enhancer 


pressun press 


1. introduction 


Public Domain Role-Playing Game module for world-generation and time delineation. Players collaborate 
to create a map of the local area and a community trying to survive against adversity. Public Domain Role 
Playing Game resolves conflicts within the narrative. 


2. setup 


Blank pages, multiple sets of polyhedral! dice, and tokens are required for play. Place a blank page for the 
"map" and one for "information" in the center. Every player creates a character with one trait? and places 
an object? representing them on the map. Establish one surplus and one scarcity. Each player fills in one 
blank‘ within the following paragraph and writes it down in the local information. 


After a long conflict with (C20), our numbers have dwindled. 
We are seeking (120) and avoiding (D20) at all costs. 
There is hope in (E20). 

Any of these will end this chapter of our story. 


3. play 
Play begins with whoever rolls highest on 1d20 and continues anti-clockwise. Each turn represents an arbi- 


trary° period of time in the life of the community. Players may do one of four actions: draw, inquire, create, 
and encounter. Anything important is recorded on either the map or the information page. 


4. resources 


Surpluses are things the community has in excess, reduce damage to someone in the community by one per 
round’ for each surplus. Scarcities are important resources the community struggles to keep stocked, inflict 
one damage to someone in the community per scarcity per turn. Inflict damage at the beginning of the turn. 


5. draw 


Add or modify a location on the map. 


6. inquire 


Call for rumors by asking a question, every other player tells of a short rumor they *heard’ within the com- 
munity. After everyone has taken a turn, the player who asked the question may tell a rumor. Record inter- 
esting rumors on the information page’ in a chart numbered one to twenty? to be rolled on for inspiration. 


! 1d4, 146, 1d8, 2d10, 1412, 1d20 

? Optional: pass character around the table for each player to add one trait 

3 Example: paper token, chess piece, miniature figure, or die 

4 Blanks correspond to maximum rolls of each column within the "Encounter" section chart. 

5 All rules related to time-based healing are suspended except those related to surplus and scarcity 
6 Each time all players take a turn 

7 Optional: use the Travel Recklessly Across Vast Expansive Lands module instead 


8 Up to one hundred for longer games 


7. create 

Reduce a surplus or create a scarcity to add a new member to the community with one trait. This character 
may be passed around to each player to add levels and gain character traits. Creating characters not allied 
with the community does not require reducing a surplus or creating a scarcity. 


8. encounter 


Move characters to existing locations by moving their token as an action. Once at a location, a character 
may take actions to accomplish their goals. Difficulty is determined by everyone involved in the action. 
Characters at the same location may collaborate in conflicts. Gain one surplus upon a successful conflict. 


Player may instead roll 1d4° on the map and use the resulting prompt!® from any column!! to de- 
scribe what happens. Upon rolling the maximum value of a die it is upgraded to the next highest!” die. 


# drama item character environment 
1 corpse junk innocent empty 

2 noise piece victim hazard 

3 smell tool commoner transition 
4 rumor clue mentor threshold 
5 premonition weapon caretaker warning 
6 stakes sign ally challenge 
7 pursuit threat explorer resource 
8 trouble omen messenger strange 
9 betrayal fake rebel shambles 
10 loss evidence clown conflict 
11 theft drug romantic cache 
12 test key betrayer hoard 
13 fight device artist secret 
14 ruckus record scholar workroom 
15 accident adored warrior lodging 
16 sabotage liability outcast fluid 
17 collapse sacred fool recreation 
18 havoc artifact impostor commons 
19 falsehood rare authority waste 
20 catastrophe treasure antagonist exit 


9. notches 


Gain a notch whenever another player creates a tense situation or does something strongly disagreeable. 
Spend a notch at anytime to create a non-allied character, start a rumor, or draw a location. 


10. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 
e Create copies to be shared without limit and for any purpose. 
e Create derivative works without restriction, for any purpose, and without credit. 


e Use this notice in your own work. 


° Or draw a card if using the Travel Recklessly Across Vast Expansive Lands module 
10 Additional columns may be rolled for extra inspiration 

1 Each column may have its own individual die. 

12 d4,d6,d8,d10,d12,d20 


dice integrated card exploration 


pressun press 


1. introduction 


Public Domain Role-Playing Game module for world generation. Players take turns creating decks from 
blank cards to inspire adventures. Cards are used instead of maps, character sheets, and loot tables. 


2. setup 


Each turn a player creates one card of the following types: drama, item, character & environment. This 
continues! until one player decides to become High Roller. 


2.1.drama 


Complications in the story including traps, natural hazards, and plot twists. 


2.2. item 


Objects in the environment. 


2.3. character 


Archetypes, individual traits, and creatures. 


2.4. environment 


Features of locations. 


3. description iterating circular exchange 


Player creates a card with a name, trait, and dice value if applicable. Pass the card to the next player who 
may add a trait, description and dice value. Continue till the card returns to the original player. 


4. play 


High Roller draws cards and interprets conflicts the players engage. Players use tokens placed on cards to 
represent what their characters are interacting with. Cards are drawn from the bottom of the deck. 


5. notice 


I, the creator, voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 
e Create copies to be shared without limit and for any purpose. 
e Create derivative works without restriction, for any purpose and without credit. 


e Use this notice in your own work. 


! anti-clockwise 


travel recklessly across vast expansive lands 


pressun press 


1. introduction 
Public Domain Role-Playing Game module for long distance travel. A deck of playing cards is required. 


2. setup 
Players take turns to write a local rumor in one blank box till all blanks are filled. 


3. play 

Distance or difficulty determines! the amount of King cards to be drawn to arrive at the destination. Each 
player takes a turn to a draw card and use the resulting prompt to create a conflict. Suit drawn determines 
the difficulty of the conflict. Players may draw for extra prompts but must use the suit of highest difficulty. 


Characters only heal one damage per day when rest is taken. 


king | difficulty | distance | suit 
1 Easy Close 4 
2 Tricky Near C3 
3 Hard Far + 
4 Wicked Distant v 
# spade club diamond heart 
1 
2 
3 
4 
5 
6 
7 
8 
9 
10 
11 
12 
13 
4. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


¢ Use this work without restriction and for any purpose. 
e Create copies to be shared without limit and for any purpose. 
e Create derivative works without restriction, for any purpose, and without credit. 


e Use this notice in your own work. 


' Use whichever requires drawing more cards 


npc procedural conception 


pressun press 


l. introduction 


Public Domain Role-Playing Game module for generating non-player characters. 


2. setup 


Roll one die for each character column. 


d6 d12 need problem call 
1-2 1-4 novelty nuisance neutral 
3-4 5-8 peace personal prohibitive 
5-6 9-12 capital circumstance collaborative 
5. call 
3. need 


Character’s innermost desire. 


3.1. novelty 


Something unattained, new or exciting. 


3.2. peace 


Relief, quiet, or maintaining the status quo. 


3.3. capital 


Social, political or economic power. 


4. problem 


Prevents character from having their desire. 


4.1. nuisance 


Creature or person hindering them. 


4.2. personal 


Lack of will, means, or physicality. 


43. circumstance 


Responsibilities, bad timing, or lack of agency. 


How a character’s quest relates to the players. 


5.1. neutral 


Goals are neither for or against players. 


5.2. prohibitive 


Works against the goals and actions of players. 


5.3. collaborative 


Goals correspond with what players want to do. 


6. notice 


I voluntarily dedicate this work into the Public 
Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for 
any purpose. 


e Create copies to be shared without limit 
and for any purpose. 


e Create derivative works without restric- 
tion, for any purpose, and without credit. 


e Use this notice in your own work. 


three high roller emulation engines 


pressun press 


l. introduction 


Dice Influenced Cartography Enhancer, Dice Integrated Card Exploration, and NPC Procedural Conception 
module of optional methods for interpreting dice and cards to collaboratively distribute High Roller duties. 


2. arbiter 


Roll compatible dice or draw cards to create and resolve conflicts. 


d4 1 2 3 4 
d8 1-2 3-4 5-6 7-8 
d12 1-3 4-6 7-9 10-12 
d20 1-5 6-10 11-15 16-20 
d40 1-10 11-20 21-30 31-40 
d100 1-25 26-50 51-75 76-100 
suit Spade Club Diamond Heart 
color Black Black Red Red 
tarot Sword Wand Coin Cup 
time 00:00-05:59 06:00-11:59 12:00-17:59 18:00-23:59 
season Spring Summer Autumn Winter 
story Drama Item Character Environment 
result No, and No, but Yes, but Yes, and 
outcome Major Failure Minor Failure Minor Success Major Success 
scale Lesser Greater Lesser Greater 
difficulty Easy Tricky Hard Wicked 
chance Likely Believable Doubtful Unlikely 
cover Partial Half Broad Full 
distance Close Near Far Distant 
hazard safe risky dangerous perilous 
likely Easy Tricky Hard Wicked 
believable Tricky Hard Wicked Wicked 
doubtful Hard Wicked Wicked Wicked 
unlikely Wicked Wicked Wicked Wicked 


3. dice inspired creation engine 


Collaboration relieves creative pressure off of the 
High Roller and distributes it. Lore created by 
group world generation is known to all. 


Dice Influenced Cartography Enhancer! 
played with Public Domain Role-Playing Game 
makes creating and exploring become symbiotic. 


Whoever is taking a turn in Dice Influenced 
Cartography Enhancer” is High Roller. Players 
take up roles as new? or existing characters. 


Dice Influenced Cartography Enhancer 
turns continue until a High Roller is inspired to 
create a conflict* for the other players to deal 
with. To no longer be High Roller, simply add 
something new to the world by finishing the turn. 


3.1. draft 


Roll four® sets of polyhedral dice on a blank 
page and interpret’ them to create a map with 
points of interest. Note anywhere a die falls. 


3.1.1. structures 


Set 1d4, 1d6, 1d8, 1d10, 1d12 and 1d20 to their 
maximum values. Roll a set of polyhedral dice, 
re-roll any maximum rolls. Physically connect 
each die to construct the location. Die size may 
correspond to location size® in squares, hexes or 
another metric. 


3.2. instances 


Roll a set of polyhedral dice and interpret using 
NPC Procedural Conception and Dice Influenced 
Cartography Enhancer to create multi-faceted sit- 
uations, objects, characters and locations. 


Use Dice Integrated Card Exploration to 
build out smaller areas. Reuse cards for common 
events within a specific area. 


3.3. charts 


Custom charts add variety to sessions or game 
preparation. Charts may have a combination of 


' or Dice Integrated Card Exploration 

? or Dice Integrated Card Exploration 

3 Shape character outlooks with rumors believed 

4 Conflicts come from non-player characters, 
scarcities, and rumors. 

5 Drama, Items, Characters, and Environment 

6 Re-roll any die that roll maximum 

7 Using Dice Influenced Cartography Enhancer. 


8 Example: d4 room is four squares or hexes 


drama, items, characters and environment detail. 


On a blank page, write numbers 1-20. Re- 
serve dice maximum numbers? for important plot 
points, objects, characters or locations. Fill 
empty boxes with rumors. 


Start at d4 and increase die size! when 
rolling maximum to make consistency in the nar- 
rative while adding variety. LLower-numbered 
boxes are for common things. 


probability 
#|d4 | d6 d8 |d10| d12 |d20) sum 
1 25%|16.67%|12.50%|10%18.33%| 5% |77.50% 
2 25%|16.67%|12.50%|10%|8.33%| 5% |77.50% 
3 25%|16.67%|12.50%|10%|8.33%| 5% |77.50% 
4 25%|16.67%|12.50%|10%|8.33%| 5% |77.50% 
5 16.67% |12.50%|10%|8.33%| 5% |52.50% 
6 16.67% |12.50%|10%|8.33%| 5% |52.50% 
7 12.50% |10%|8.33%| 5% |35.83% 
8 12.50% |10%|8.33%| 5% |35.83% 
9 10%|8.33%| 5% |23.33% 
10 10%|8.33%| 5% |23.33% 
11 8.33% | 5% |13.33% 
12 8.33% | 5% |13.33% 
13 5%| 5% 
14 5%| 5% 
15 5%| 5% 
16 5%| 5% 
17 5%| 5% 
18 5%| 5% 
19 5%| 5% 
20 5%| 5% 


3.4. exploration 


Players create Dice Integrated Card Exploration 
cards to expand upon Dice Influenced Cartogra- 
phy Enhancer. Each turn, while exploring a spe- 
cific location, a player may create a card instead 
of adding to the map or information. 

Alternatively, collaboratively make one 
card for each number in every column included in 
Dice Influenced Cartography Enhancer. 


I volun Public 


° 4,6,8,10,12,20 
10 44,d6,d8,d10,d12,d20 


1. introduction 


Divine Interpretation Via Incidental Number Extrapolation is a Three High Roller Emulation Engines mod- 


divine 


pressun press 


ule for creating religions and interpreting the will of the divine. 


# element season 
1 Fire Spring 
2 Earth Summer 
3 Air Autumn 
4 Water Winter 

# domain opposition 
1 Life Death 

2 Knowledge Ignorance 

3 Healing War 

4 Luck Misfortune 

5 Truth Trickery 

6 Nature Abomination 

7 Light Darkness 

8 Dreams Nightmares 

3. notice 


I voluntarily dedicate this work into the Public 


Domain to encourage new creations. 
Artists may: 


2. setup 
# belief goal 
1 One deity Worship 
2 Two opposed deities Balance 
3 Multiple deities Appeasement 
4 Everything is divine Peace 
# virtue corruption 
1 Honesty Lies 
2 Courage Cowardice 
3 Gratitude Avarice 
4 Unity Violence 
5 Tolerance Judgment 
6 Harmony Conflict 
7 Service Selfishness 
8 Praise Scorn 
9 Kindness Wickedness 
10 Care Idleness 
11 Forgiveness Malice 
12 Faith Doubt 
13 Excellence Mediocrity 
14 Honor Villainy 
15 Hope Trepidation 
16 Fairness Injustice 
17 Moderation Decadence 
18 Creativity Banality 
19 Empathy Apathy 
20 Humility Arrogance 


e Use this work without restriction and for 
any purpose. 


e Create copies to be shared without limit 
and for any purpose. 


e Create derivative works without restric- 
tion, for any purpose, and without credit. 


e Use this notice in your own work. 


quests useful explorers seek to survive 


l. introduction 


pressun press 


Public Domain Role-Playing Game module for quest generation. 


The party must [quest] a [unit] at [location]. 
A [snag] may interfere and there may be a [twist]. 


# quest unit environment snag twist 
1 Destroy Establishment Settlement Monster Disappearance 
2 Deliver Creature Mountain Barrier Betrayal 
3 Guard Message Water Hazard Disaster 
4 Find Person Wilds Person Ambush 
5 Take Border Ruin Beast Fake 
6 Aid Item Road Trap Lie 

# reward deadline 

1 Currency Day 

2 Goods Week 

3 Favor Fortnight 

4 Information Month 

5 Passage Season 

6 Blessing Year 

2. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 


e Create copies to be shared without limit and for any purpose. 


e Create derivative works without restriction, for any purpose, and without credit. 


e Use this notice in your own work. 


fire is really extinguishable 
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l. introduction 


Public Domain Role-Playing Game module for light-source mechanics. 


2. setup 


Acquire small birthday cake candles and a nonflammable transparent container. Fill a container with water 
and have a fire extinguisher nearby if possible. Place candle inside container to prevent fire from spreading. 


A timer may be used instead of a candle. Roll item die of light source to determine the amount of 
minutes to apply to the timer. 


3. play 
A real candle! is used to represent the current light source. Once the candle goes out in real life, the light 
source within the narrative also goes out. 


When the light goes out all conflicts become wicked till light is returned. 


4. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 
e Create copies to be shared without limit and for any purpose. 
e Create derivative works without restriction, for any purpose, and without credit. 


e Use this notice in your own work. 


l! Or timer 


style that yesterday looked elegant 


pressun press 


1. introduction 


Guiding principles of Public Domain Role-Playing Game. 


2. simple 


Design easily learn, remember, and modify. Assume printing to paper and never write more than necessary. 


3. teamwork 


Rules are tools for cooperation. Encourage players to work together through design. 


4. yours 


Players always have complete control over their characters. Any compromise on this principle is trouble. 
Convince somone but never force them. 


Share freely to inspire new creations. Use tools and formats which are easily shared, archived and 
modified. Encourage others to do the same. 


Everything functions as optional pieces to a larger whole. Use or discard anything depending on 
need. Clearly state which modules are dependent on another. Players print only what they need. 


5. language 


Words without common meaning alienate those unfamiliar with them. Technical language is designed for 
the knowledgeable and not for those learning. While useful, try to avoid this type of jargon. At the very 
least, try to use context to explain esoteric words. When deciding to create a technical term, question if a 
way to express it exists with common language. 


6. elegant 


As far as possible, design using common materials in a new way. Tie new mechanics into existing mechan- 
ics. Take advantage of the unique properties of everything you use. Search for clever solutions. 


7. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 
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spacefarer 


pressun press 


1. introduction 


Public Domain Role-Playing Game module for cosmic adventures using the Dice Influenced Cartography 
Enhancer module to create planets. Players role-play as the crew of a space vessel. Modifications to Public 
Domain Role-Playing Game and Dice Influenced Cartography Enhancer are included and recommended. 


11. public domain role-playing game 


High Roller is the player currently taking a Dice Influenced Cartography Enhancer turn. Items breaking in- 
flict full damage to the wielder. Players who find an item roll 1d20! to determine the item’s starting die. 


1.2. dice influenced cartography enhancer 


Taking an turn allows the player to concede High Roller duties to the next player in the turn order. 


Fill out the following paragraph instead of the one included in Dice Influenced Cartography Enhancer 


and assign one die for each of the ship characteristics. 


After a long conflict with 


(C20), our crew has found refuge in the starship 


The ship is E , and has R 
We are seeking (120) are avoiding (D20) at all costs. 
When we find (E20) this chapter will conclude. 


2. traits 


Character traits may include an ability, action and 
notch condition. Notch conditions are situations 
where a character can gain or spend a notch. 


2.1. human 


Spend one notch to draw a new location on the 
map. Gain one notch for exploring new places. 


2.2. android 


Spend one notch to re-roll one die when doing 
anything mentally. Gain one notch for talking in 
robotic voice to a non-player character. 


2.3. alien 


Spend one notch to draw a feature on the map. 
Gain one notch for speaking in an accent to an 
non-player character. 


' Rounding up 


2.4. mutant 


Spend one notch to gain or remove a mutation. 
Gain one notch for using a mutation a new way. 


2.5. cyborg 


Action: use 1d4 built-in gadget. Gain one notch 
for reducing physical damage to zero. 


2.6. psychic 


Action: Make a prediction about the future. Gain 
one notch whenever a prediction is correct. 


2.7. gossip 


Action: Tell of rumor you heard. Gain one notch 
for each rumor which turns out true. 


2.8. kindhearted 


Spend notches to equally reduce another’s mental 
damage by telling a story of your past. Gain one 
notch for every Dice Influenced Cartography En- 
hancer turn without a losing a crewman. 


2.9. coward 


Spend one notch to re-roll one die when defend- 
ing against an incoming attack. Gain one notch 
for fleeing from a violent conflict. 


3. veteran 


Action: Spend one notch to reduce one mental 
damage. Gain one notch for every ally outlived. 


3.1. brave 


Spend one notch to take damage intended for an 
ally. Gain one notch when rolling the largest die 
in a collaborative action. 


3.2. diplomat 


Spend one notch to re-roll one die when persuad- 
ing. Gain one notch upon resolving a conflict 
without violence. 


3.3. pilot 


Spend one notch to re-roll one die when flying. 
Gain one notch for naming a flying maneuver. 


3.4. pirate 


Spend one notch to re-roll one die when ambush- 
ing. Gain one notch for stealing without violence. 


3.5. mechanic 


Spend one notch to re-roll one die when repairing. 
Gain one notch for every complete trip. 


3.6. mercenary 


Spend one notch to re-roll one die when dueling. 
Gain one notch for resolving a violent conflict 
without taking damage. 


3.7. bounty hunter 


Spend one notch to re-roll one die when restrain- 
ing. Gain one notch upon turning in a bounty. 


3.8. doctor 


Spend one notch to reduce one physical damage 
while equipped with medical supplies. Gain one 
notch for reducing damage to zero. 


3.9. investigator 


Spend one notch to re-roll one die when looking 
for secrets. Gain one notch when finding a clue. 


3.10. brawler 


Spend one notch to re-roll one die when fighting 
unarmed. Gain one notch for finishing a violent 
conflict with under twenty damage. 


3.11. scientist 


Action: Explain something using techno-babble 
Gain one notch for every theory proven correct. 


3.12. smuggler 


Spend one notch to re-roll a die when concealing 
an item. Gain one notch for completing a job. 


3.13. outlaw 


Spend one notch to re-roll one die when evading 
capture. Gain one notch for a charitable donation. 


3.14. drifter 


Spend one notch to re-roll one die when acting in- 
conspicuous. Gain one notch per planet visited. 


3.15. hacker 


Spend one notch to re-roll one die when infiltrat- 
ing a system. Gain one notch for stealing secrets. 


3.16. merchant 


Spend one notch to re-roll one die when dealing. 


3.17. quick shot 


Spend one notch to re-roll one die on first shot. 


3.18. gambler 


Gain one notch when winning a bet. 


3.19. grifter 


Gain one notch for each successful deception. 


3.20. captain 
Gain one notch for each day flying. 
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space warfare 


pressun press 


1. introduction 


Spacefarer module for tools and weapons. 


2. handheld devices 


Items carried and used by humanoids. Optionally, 
missing a ranged attack deals damage to the 
weapon representing the charge of the device 
draining. 


2.1. stunning phase pistol 


Cannot damage a target past forty. 


2.2, long range plasma rifle 


Spend one notch to re-roll one die when distance 
threshold is over thirty. Re-roll highest die rolled 
when firing within ten distance threshold. 


2.3. laser pistol 


Blind target past twenty distance threshold instead 
of inflicting damage. 


2.4. radiation pistol 


Create no sound or light when fired. Ineffective 
on targets past distance threshold ten. 


2.5. laser sword 


Spend one notch to re-roll one die when deflect- 
ing a ranged attack. 


2.6. revolter 


Fires lighting within twenty distance threshold. 
Attacks target directly and ignores armor. Cannot 
deal more than forty damage. 


2.7. sonic shotgun 


Deafens and pushes target equal to roll. Ineffec- 
tive on targets past distance threshold ten. 


3. abilities 


Function like traits and are tied to character level. 


3.1. telekinesis 


Push or pull target a distance threshold equal to 
roll. 


3.2. lightning touch 


Ignore armor and attack target directly. Cannot 
deal more than forty damage. Ineffective at 
range. 


3.3. extra-sensory persuasion 


Conflict to supernaturally persuade target. 


4. protection 


Items to protect the user. 


4.1. energy shield 


Transfer damage from ranged attacks. 


4.2. powered armor 


Protects pilot and assists with strength. 


4.3. cloaking device 


Succeed in conflict to become invisible to target. 
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horror 


pressun press 


l. introduction 


Horror Oriented Romps Risking Otherworldly Retribution is a PD20RPG module for spooky stories. 


2. inventory 


Body is a required character trait for every player character. Characters may carry or wear items equal to 
the maximum roll of Body. 


3. hope 


Players establish three reasons to stay alive for each character. Players may erase one hope to re-roll one 
die. Once the last hope is used the character dies from resolving the conflict. 


4. dread 


Inflict one mental damage to characters who witness the death of humans. 
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suitsayer 


pressun press 


1. introduction 


Midwest Mysteries module for spooky stories about psychic characters. 


2. suitsaying 
Characters have signature psychic abilities. Players must prove their real psychic ability by guessing the 


suit of a drawn card from a deck of cards. Level of success is determined by how close the guess was to the 
drawn card based on suit, color and shape. Range and damage is equal to card! drawn. 


1 dowsing rods Point toward location of familiar object. 
2 telepathy Transmit and receive thoughts. 
3 postcognition Gleam object history by touch. 
4 channeling Communicate with spirits. 
5 remote viewing View familiar target. 
6 telekinesis Manipulate objects. 
# guess no, and no, but yes, but yes, and 
1 Spade Heart Diamond Club Spade 
2 Club Diamond Heart Spade Club 
3 Diamond Club Spade Heart Diamond 
4 Heart Spade Club Diamond Heart 
# guess major fail minor fail minor success major success 
1 Sword Cup Coin Wand Sword 
2 Wand Coin Cup Sword Wand 
3 Coin Wand Sword Cup Coin 
4 Cup Sword Wand Coin Cup 


3. standalone 


To play without Public Domain Role-Playing Game, appoint a Fortune Teller to create conflicts and myster- 
ies for the other players. Resolve conflicts using the deck of cards. Suitsayers may receive thirteen damage 
before death. 


4. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
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e Use this work without restriction and for any purpose. 

e Create copies to be shared without limit and for any purpose. 
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1. introduction 


midwest mysteries 


pressun press 


Horror Oriented Romps Risking Otherworldly Retribution module for spooky small-town adventures. 


2. town 


Roll dice on two or more columns for town name. 


2.1. populate 


Roll dice to generate local information. 


# prefix suffix modifier 
1 Bloom bury Hills 
2 Middle side River 
3 Bell wood City 

4 Spring ville Port 

5 Green field Lake 
6 Apple view Center 
7 Long town Harbor 
8 Fair gate Rapids 
9 New ford Farms 
10 Rich land Run 
11 Bark dale Park 
12 Iron ridge Crossing 
13 Oak burg Junction 
14 Rock water Falls 
15 Beaver way Heights 
16 Deer born Range 
17 Idle bush Haven 
18 White mouth Pointe 
19 Sand grove Woods 
20 Twin wild Beach 


# locale local 

1 memorial farmer 

2 natural feature hunter 

3 business shopkeeper 
4 water gossip 

5 commons bartender 
6 landmark server 

7 house postman 
8 hangout delinquent 
9 organization sweetheart 
10 medical doctor 
11 education teacher 
12 workshop artisan 
13 tourism historian 
14 military authority 
15 science researcher 
16 government bureaucrat 
17 industry foreman 
18 religion cultist 
19 resource warden 
20 secret protector 


3. seasons 


Considerations for time of year. 


3.1. spring 


Rain, mist, and fog are common. Insect noise is present but minimal. 


3.2. summer 


Heat and humidity will persist all day. Nights will be warm. Insect and animal noises mask other noises. 


3.3. autumn 


Leaves crackle when walked upon. Sound travels farther in cooler air. Plants dying back make it easier to 
see around you in all direction. 


3.4. winter 


Moonlight reflecting off of snow makes it possible to see without a light source. Footsteps are easily fol- 
lowed in snow. Mostly silent from lack of bugs and people staying indoors. Roads are treacherous. Dan- 
gerous to stay outside for extended periods without some way of staying warm. 


4. mysteries 


Roll once for each column to generate a local legend. 


# adjective noun location sign 

1 Shrieking Woman Bridge Corpse 

2 Howling Man Cemetery Missing Person 
3 Hollow Girl Crossroads Noises 

4 Feral Boy Park Trinket 

5 Dire Beast Cabin Footprints 
6 Vengeful Ghost Lighthouse Light 

7 Bloody Claw Tree Debris 

8 Starved Stalker Ruin Effigy 

9 Headless Monster Hill Bait 

10 Fog Killer Lake Bloodstains 
11 Restless Undead Farm Carcass 
12 Shadow Sorcerer Hotel Botched Ritual 
13 Water Devil Swamp Body Parts 
14 Fire Eyes Forest Smell 

15 Slithering Reptile Well Trail 

16 Night Fang River Temperature 
17 Winged Alien Alley Call 

18 Ticking Insect Underground Hoard 

19 Hideous Vampire House Sightings 
20 Pale Shapeshifter Sewer Feeling 


l. introduction 


midwest membership 


pressun press 


Midwest Mysteries module for character creation. 


#| 1-20 | 21-40 | 41-60 | 61-80 | 81-100 

1 |Peyton| Angel | Riley |Hayden| Charlie 

2 | Avery | Quinn | River | Skylar | Justice 

3 | Blake | Parker | Alex | Casey | Emerson 
4 |Rowan| Sawyer | Bailey | Ariel | Dominique 
5 |Shelby| Ashley | Sage | Royal | Dakota 

6 | Taylor} Zion | Finley | Alex |Remington 
7 | Eden | Sandy |Teagan| Bently | Jessie 

8 | Billie | Jackie | Cleo Jan Laverne 
9 |Shawn| Lee | Kerry | Stacy Leslie 
10| Jamie | Jordan | Marion; Devon | Kendall 
11) Terry | Laurel | Dee | Lynn Kelly 
12| Pat Kris |Shelby| Joey | Shannon 
13| Bobby] Willie | Ray | Merle | Francis 
14| Cecil |Carmen| Fay | Odell Larue 
15| Noel | Jean | Gene | Alva Ivory 
16| Carol |Tommie]|Garnett} Clare | Kenyatta 
17|Bennie} Alma | Cary Ora Shirley 
18| Kay | Blair | Ardell | Arlynn| Marlyn 
19| Gerry | Patsy | Kaye | Gayle | Adrian 
20) Robin | Frankie | Joan | Tracy Jody 

# | 1-10 | 11-20} 21-30 | 31-40 | 41-50 

1 | Papa | Buddy Sir Sleepy | Toothless 
2 |Mama| Chief | Miss Padre Pretty 

3 | lil’ | Chef | Stoner Ace | Smokey 
4 | Big |Chubs | Giggles | Foxy |Gorgeous 
5 | Bad |Sticky| Feisty |Gangsta} Sweet 

6 | Boss | Lady Doc Honey | Jazzy 
7 | Hot |Lucky| Nacho | Shooter | Professor 
8 | Mad | Nutty | Saint | Tricky | Smiling 
9 | Mini | Slick | Jailhouse} Young | Mopey 
10| Ace | Tiny | Sugar Baby | Chimpy 


# | 1-20 | 21-40 | 41-60 | 61-80 81-100 
1 |Smith] Miller | Nelson | Johnson | Shoemaker 
2 | Kraft | White | Thaler | Wheeler | Lazarus 
3 | May | Tower | Young | McGill | Anderson 
4 Rule | Hodge | Brooks | Richer | Townsend 
5 | Hall | Penny |Cannon| Nielsen | Erickson 
6 |Plumb} Riegel | McGee | Horton | Reynolds 
7 |Ream| Evans | Sanger | Roebuck | Comstock 
8 | Spear | Throop} Guild | Sheldon | Williams 
9 |Baker| Edlin | Knapp | Wooten |Christensen 
10} Allen | Forythe|Fordyce} Ruedger | Sessions 
11| Wood | Pitcher | Stewart} Graham | McNally 
12| Snow |Garbow| Jensen | Nichols | Billings 
13| Finch | Jarman |DeLong/Wiseman| Powell 
14| Burk | Street | Carnes |Holcomb]| Britzman 
15| Bush | Rarick |Stanton} Lewis | Ostrander 
16| Ruch | Sedore | Staines | Kimball | Spencer 
17| Pitt | Barnes | Collins | Soules |Woolverton 
18| Reed | Grover | Tatum | O’Toole | Griffith 
19| Carey | Hansen | Rhoads | Kellogg | Harrington 
20} Wall | Brown | Phillips |Rowland| Matterson 
# 1-10 11-20 1-10 11-20 

1 | Amanda | Helda | Johnson Jerkin 
2 Anita Jax Nutt Sach 

3 | Seymour | Holden | Pecker Myaz 

4 Harry Manny | Bawles Focker 
5 Fonda Tara Cox Stroker 
6 Buster Moe Wang Seamen 
7 Curley Pat Weiner | Thrasher 
8 | Craven Phil Cheeks Pickle 
9 Dixon Ruben | Beaver Holes 
10 | Freida | Sharon | Peter | Cummings 


# | 1-20 | 21-40 | 41-60 | 61-80 | 81-100 #| 1-20 | 21-40 | 41-60 | 61-80 | 81-100 
1 | Maria | Nushi | Jose Wei |Mohammed 1 | Mary | Emily | Abigail | Bella | Danielle 
2|Ahmed| Yan Ali John | Francisco 2| Anna | Sierra | Hailey | Ashley | Rebecca 
3| Li | Abdul} Anna | Ying | Alexander 3| Sara | Jessica} Laura | Victoria) Autumn 
4| Juan | Mary | Jean | Robert) Daniel 4| Julia | Brooke} Destiny | Marcy | Samantha 
5| Luis | Carlos | James | Igor Antonio 5| Nina | Kaitlyn) Briana | Olivia | Madeline 
6 | Joseph | Elena | Hong | David | Natalya 6| Amy | Taylor | Kelly {Michelle} Katherine 
7| Marie | Min /Ghulam|Thomas| Ibrahim 7 | Haley | Rachel | Brandy |Chelsea| Marissa 
8 | Peter | Fatima | Andrey; Lin Michael 8 [Megan] Alicia | Kaylee | Katie |Mackenzie 
9| Paul | Ping | Olga |Richard| Patricia 9 |Emma| Katelyn |Cassandra| Natalie | Savannah 
10| Pedro | Sri Rosa Yu Elizabeth 10| Kayla | Sydney | Angela |Miranda| Morgan 
11| Jorge | Yong | Sergey| Ram | William 11| Kara |Amanda| Caitlin | Kelsey | Cheyenne 
12| Bin |Hassan| Anita |Manuel| Victor 12| Alexis| Hannah| Shannon | Bailey | Stephanie 
13| Sandra| Ming Siti | Miguel | Emmanuel 13| Molly | Lauren | Melissa | Shelby |Alexandria 
14/Samuel} Ling |Charles| Sarah Mario 14| Jenna |Lindsay| Maria | Sabrina | Elizabeth 
15| Joao |Tatyana| Mark | Rita Martin 15| Leah |Brittany] Jordan |Meghan| Jennifer 
16} Qing |Ahmad| Hui | Patrick | Svetlana 16| Grace | Nicole | Gabrielle} Jamie | Christina 
17|Martha| Sunita | Andrea} Xin Christine 17| Missy | Alyssa | Heather | Claire | Kimberly 
18} Irina | Laura | Linda | Marina} Carmen 18| Erica | Tiffany | Kristen | Crystal | Madison 
19} Lei |Barbara] Angela | George | Vladimir 19| Erin | Mariah} Paige | Allison | Courtney 
20} Peng | Ivan | Jesus |Roberto| Ekaterina 20|Amber]| Andrea | Melody |Jasmine| Brittney 
#| 1-20 | 21-40 | 41-60 | 61-80 | 81-100 #| 1-20 | 21-40 | 41-60 | 61-80 | 81-100 

1 |Brown| Garcia | Davis | Scott | Rodriguez 1 | Jack | Steven | Robert | Hunter | Nathaniel 
2 | Jones | Lopez | Wilson | Green |Hernandez 2 | John | Samuel | Bradley |Kenneth} Michael 
3 |Moore|} Taylor |Thomas} Martin | Jackson 3 | Alex | Jesse | Taylor | Gabriel} Cameron 
4| Lee | Perez | Harris |Sanchez| Thompson 4 |Cody | Joshua |Timothy} Derek | Connor 
5 | Clark |Ramirez| Lewis | Walker | Robinson 5 | Paul | Travis | Devon | Jordan | Matthew 
6 | Young} Allen | King | Wright | Martinez 6|Mark| Brian | Blake | Collin | Nicholas 
7 | Torres|Nguyen| Hill | Flores | Gonzalez 7 | Luke | Andrew | Trevor |William| Jeremy 
8 |Adams| Nelson | Baker | Rivera | Campbell 8 | Alec |Brandon/Christian} Lucas | Nathan 
9 | Evans | Gomez | Carter | Roberts| Phillips 9 |Noah| Shane |Brendan} Shawn | Zachary 
10| Ali | Turner | Wang | Zhang | Mitchell 10/Adam| Jason | Chase | Aaron | Richard 
11| Li | Ahmed |Ibrahim| Hassan | Mohamat 11| Evan | Garrett | Bryan | Austin | Benjamin 
12| Chen | Liu | Martin) Muller | Khan 12/Ethan| Joseph | Charles |Spencer} Dominic 
13| Silva | Alves | Peters | James | Fernandez 13}Ryan| Logan | Corey |Thomas| Jeffrey 
14| Santos | Pereira |Ferreira) Fox Francis 14| Kyle | Jacob | David |Antonio/Christopher 
15| Amos | Katz |Murphy) Walsh | Hendrix 15| Eric | Dustin | Stephen | Grant Justin 
16| Hart |O’Brien) Achebe | Murray | Jackson 16| Chad} Devin | Mitchell) Scott | Alexander 
17| Pinto | Sheeran| Davis |Sweeny | Mulligan 17\James| Caleb | Brett | Kevin | Jonathon 
18} Ito |Delgado|Santana) Lynch |McGowan 18} Ian | Tyler | Daniel |Marcus} Colin 
19|Moore} Sultan | Vega | Luna | Kennedy 19| Sean | Patrick | Gregory | Dylan | Dakota 
20| So | Salem | Chi | Kamal |Fitzpatrick 20) Seth |Anthony|} Jared | Jalen | Jonathan 


#| 1-20 |21-40) 41-60 | 61-80 81-100 # | 1-20 | 21-40 | 41-60 | 61-80 81-100 
1} liar | alert | gentle |underdog compassionate 1) low | quiet |snarky|booming| gravelly 
2) slob | moral |gambler| reliable [argumentative 2| dry | rough | snarly | whisper | breaking 
3| lame | proud | helpful | peaceful juncomfortable 3| flat | gruff | sullen | brittle euphoric 
4|edgy | petty | patient | follower | superstitious 4| deep | sweet |snobby| squeaky | monotone 
5| lazy |honest| jealous | creative | inconsiderate 5 | rich | husky | lordly | nasally guttural 
6| wise |temper] selfish | frenzied | professional 6 | sexy | hokey | snooty | haughty | plaintive 
7|dumb) polite awkward graceful | enthusiastic 7 | soft | drawl | caring | pedantic | boisterous 
8| vain |hungry/annoyed] reserved | instinctive 8 | loud | lofty |cheery|pompous) scratchy 
9| kind humble worried | habitual | nonsensical 9 | high | whiny | casual | playful | trembling 
10 quiet | caring | violent | reckless | disciplined 10| weak | frank |formal| serious | forceful 
11/picky modest] curious | confident] quarrelsome 11| edgy | regal | varied | stilted intense 
12) loyal |clumsy|scornful emotional} honorable 12| smug | stiff |upbeat| cultured] grating 
13\drunk| slouch |stubborn| suffering| tolerant 13| firm | drunk | fruity | educated noble 
14:cocky| flashy |cautious| eccentric] negligent 14| cold | feeble | bright | musical | sarcastic 
15)brave] leader |braggart) spiritual | ferocious 15| slow | raspy | strong | soothing | wavering 
16 tired |greedy|arrogant| sensitive | merciless 16| frail | shrill |creaky| screech | highfalutin 
17| stoic | stable |ignorantobnoxious| irritable 17| faint | coarse | poised | wailing | friendly 
18) tardy | frugal paranoid] flexible | cooperative 18| bossy | hoarse | growl |confident) elegant 
19 thief |simple|hygienic) friendly | destructive 19| witty |mellow| raised | piercing |authoritative 
2Omessy) guilty | trusting | generous | judgemental 20|smoky| croaky | lilting | ringing | enthusiastic 
#|look|fun| fun job job 2. notice 
1| old | kites | dance |mechanic| glass I voluntarily dedicate this work into the Public Do- 
main to encourage new creations. 

2) scar |music| brew repair | reception Artists may: 
3| tall |game| knit cashier | cleaning e Use this work without restriction and for any 
4| acne |magic) bees painter photos is ; ; an 

- - - e Create copies to be shared without limit and 
5| hair |study| invent | builder | performer for any purpose. 
6| mole | sew write | teacher | paramedic e Create derivative works without restriction, 
7| eyes | craft} cards | trucker |lumberjack toj any purpose, and without credit, 
8| limp |sport| weld dentist | electrician E Ose tis Hoheedn yonr Own WOE. 
9| smell | hike | smith |plumber| digger 
10| short jarcher| weave | courier | professor 
11) young] draw | rocks barber | pharmacist 
12) lanky |puzzle| fish welder | bartender 
13| itch | clay | carve server | taxidermy 
14i breath| sail | language | doctor | librarian 
15| braces |climb| cocktail | tailor | custodian 
16| sweat | read Jastronomy| baker | carpenter 
17|twitch) camp | foraging | cook | mortician 
18\glasses} hunt | falconry | clown | caretaker 
19| tattoo | run bike writer [veterinarian 
20imuscle| plant | boxing | nurse | gunsmith 


1. introduction 


troubled thoughts 


pressun press 


Midwest Mysteries module for dramatic inspiration through interpretation. 


2. verb 
1 Lose 21 Betray 41 Abandon 61 Assault 81 Accommodate 
2 Kill 22 Speak 42 Renounce 62 Provide 82 Aggravate 
3 Call 23 Change 43 Infiltrate 63 Bring 83 Terminate 
4 Move 24 Rebel 44 Restrain 64 Track 84 Manipulate 
5 Mend 25 Strive 45 Reject 65 Assemble 85 Discover 
6 Help 26 Compel 46 Drive 66 Weaken 86 Strengthen 
7 Gain 27 Watch 47 Leave 67 Protect 87 Withstand 
8 Hide 28 Guard 48 Respect 68 Demand 88 Negotiate 
9 Save 29 Attain 49 Hoard 69 Prepare 89 Counteract 
10 Veil 30 Cease 50 Battle 70 Conspire 90 Deliver 
11 Kill 31 Trick 51 Support 71 Sustain 91 Accumulate 
12 Free 32 Plead 52 Conserve 72 Oppress 92 Liberate 
13 Shun 33 Repel 53 Distract 73 Release 93 Determine 
14 Stop 34 Track 54 Inspect 74 Summon 94 Arrange 
15 Deny 35 Mourn 55 Uphold 75 Harass 95 Invest 
16 Plan 36 Avoid 56 Defeat 76 Corrupt 96 Establish 
17 Trap 37 Steal 57 Impose 77 Implant 97 Dispose 
18 Seek 38 Build 58 Deceive 78 Pillage 98 Satisfy 
19 Flee 39 Inform 59 Pursue 79 Dispute 99 Separate 
20 Win 40 Travel 60 Explore 80 Rescue 100 Bamboozle 


3. 

noun 
1 Fame 21 Trust 41 Order 61 Barrier 81 Influence 
2 Ally 22 Friend 42 Hazard 62 Justice 82 Alliance 
3 Life 23 Spirit 43 Enemy 63 Fortune 83 Notoriety 
4 Foe 24 Border 44 Elite 64 Heirloom 84 Warning 
5 Idea 25 Truth 45 Structure 65 Honor 85 Authority 
6 Poor 26 Gossip 46 Grudge 66 Pilgrimage 86 Population 
7 Area 27 Family 47 Belief 67 Meeting 87 Citizenry 
8 Body 28 Victim 48 Hatred 68 Society 88 Community 
9 Love 29 Violence 49 Atrocity 69 Nobility 89 Perpetrator 
10 Hope 30 Parent 50 Object 70 Reputation 90 Superstition 
11 Debt 31 Dream 51 Secret 71 Purpose 91 Relationship 
12 Ruin 32 Wealth 52 Ilness 12 Shelter 92 Government 
13 Dead 33 Soil 53 Estate 73 Dominance 93 Resource 
14 Need 34 Worship 54 Fugitive 74 Alliance 94 Possession 
15 Duty 35 Creature 55 Monster 75 Treasure 95 Oppression 
16 War 36 Goods 56 Labor 76 Class 96 Production 
17 Road 37 Opportunity 57 Conflict 77 Invasion 97 Meddler 
18 Lie 38 Blight 58 Stranger 78 Stockpile 98 Information 
19 Will 39 Blood 59 Revenge 79 Crime 99 Leadership 
20 Spy 40 Power 60 Strength 80 Message 100 Aggression 
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drunk drive 


pressun press 


1. introduction 


Midwest Mysteries & Travel Recklessly Across Vast Expansive Lands module for a foolish late night trip 


from a bar to a restaurant. 


1 Black Rusty 
2. setup 2 Red Muddy 
Create characters with Midwest Membership 3 Orange Sun-Faded 
module. Establish distance from bar to restaurant. 4 Cieen Chipping 
Roll for method of transportation. : 
5 Blue Dirty 
distance kings 6 Indigo Shiny 
Close 1 7 Violet Clean 
Near 2 8 Grey Polished 
Far 3 9 Beige Chromed 
Distant 4 10 White Fancy 
: Pedal Pow cred Bart Il pages 
Sense aoe High Roller is the character currently driving. 
2 Clown Car High Roller draws one card, describes what hap- 
3 Ambulance pens using the prompt! and the other characters 
4 School Bus attempt to resolve a conflict if there is one. High 
5 Ice Cream Truck Roller creates a reason or excuse why they can no 
6 Hearse longer drive and the deck is then passed? to the 
7 Tandem Bicycle next player along with High Roller duties. 
8 Wizard Van Continue till all characters die or required 
amount of King cards are drawn to arrive at the 
9 Dune Buggy 
restaurant. 
10 Riding Lawnmower 
i Golf Cart d notice TEN 
; I voluntarily dedicate this work into the Public Domain 
12 Quad Bike to encourage new creations. 
13 Pickup Truck Artists may: 
14 Sedan e Use this work without restriction and for any 
purpose. 
15 Coup e Create copies to be shared without limit and 
16 Convertible for any purpose. 
17 Station Wagon e Create derivative works without restriction, 
— - for any purpose, and without credit. 
18 Sport Utility Vehicle ; vee 
e Use this notice in your own work. 
19 Work Van 
20 Limousine ! Travel Recklessly Across Vast Expansive 


Lands 
2 Anti-Clockwise 


haunted house 


pressun press 


l. introduction 


Midwest Mysteries module for generating a haunted house. A deck of playing cards is required for play. 


2. setup 


Every suit represents a level of the haunted house. Take turns to draw one card and place it on the table. 
Connect cards of the same suit to form a map. Upon drawing! an entrance, characters may enter the house. 


king difficulty distance level suit 
1 Easy Close Foundation 4 
2 Tricky Near Lower G 
3 Hard Far Ground + 
4 Wicked Distant Upper v 
# foundation lower ground upper 
1 Stairs Entrance Entrance Stairs 
2 Bunker Crawl Space Closet Attic 
3 Hallway Hallway Hallway Hallway 
4 Sewer Water Closet Washroom Powder Room 
5 Hallway Hallway Hallway Hallway 
6 Cellar Kitchen Great Hall Smoking Room 
7 Hallway Hallway Hallway Hallway 
8 Altar Shrine Parlour Ballroom 
9 Hallway Hallway Hallway Hallway 
10 Prison Servants’ Quarters Bedroom Study 
11 Crypt Servants’ Hall Guest Room Nursery 
12 Vault Pantry Library Tower 
13 Elevator Elevator Elevator Elevator 
rooms difficulty 
3. rooms T Easy 
Secret passages exist to every room with the same 2 Tricky 
number. The difficulty of finding these passages 3 Hard 
is determined by how many other cards with of 7 
same number eye been ae Once a secret i wake? 


passage has been found, the discoverer and any- 
one shown may use it freely. 


Elevators may be used to other elevator 
cards in play but only if the power is on. 


' Optional: Pull an entrance card out from the deck and shuffle 


3.1. foundation 


Foundation the house was built on top of. 


3.1.1. stairs 


Lead up to the lower level Entrance. 


3.1.2. bunker 


Built to resist natural disaster. Old cans of food 
line the shelves built into the wall. 


3.1.3. hallway 


Water pooling in the cracked foundation. Easy to 
traverse without tripping and falling. 


3.1.4. sewer 


Foul smells come from this underground tunnel. 
Hard to traverse to get to the outside of the house. 


3.1.5. hallway 
Tricky to traverse without getting bit by spiders. 


3.1.6. cellar 


Lined with bottles of old wines. Many mouldy 
barrels pieces and broken glass litters the floor. 


3.1.7. hallway 


Sharp, rusty metal protrudes from the walls, ceil- 
ing, and floor. Hard to traverse without being cut. 


3.1.8. altar 


An altar to an unknown deity lies in pieces here. 


3.1.9. hallway 


Crumbling walls make dangerous to pass through 
unharmed. Traversing through this hall is wicked. 


3.1.10. dungeon 


Manacles are embedded into the walls. Hard to 
break the rusted but still functioning cell lock. 
Key on wall, out of reach to anyone locked inside. 


3.1.11. crypt 


All names on each grave seem to be scratched off. 


3.1.12. vault 
Wicked lock to break through. 


3.1.13. elevator 


3.2. lower 


A level for servant use and storage areas. 


3.2.1. entrance 


Hidden, cellar-style entrance used by servants. 


3.2.2. crawl space 


Storage for holiday decorations. 


3.2.3. hallway 


Windowless corridor, easy to traverse blindly 
without falling on debris. 


3.2.4. water closet 


Shower and toilet covered in mineral buildup. 


3.2.5. hallway 


Windowless corridor, tricky to traverse blindly 
without falling on debris. 


3.2.6. kitchen 


Once fed the occupants and servants of the house. 
Everything is rusty and covered in cobwebs. 


3.2.7. hallway 


Windowless corridor, hard to traverse blindly 
without falling on debris. 


3.2.8. shrine 


Desecrated room dedicated to an unknown deity. 


3.2.9. hallway 


Windowless corridor, wicked to traverse blindly 
without falling on debris. 


3.2.10. servants’ quarters 


Communal housing for the crew of the house. 
Bunk beds embedded into alcoves. 


3.2.11. servants’ hall 


Windowless hall full of broken long tables and 
benches meant for large communal meals. 


3.2.12. pantry 


Shelves of mouse droppings and black spots 
where food once sat. 


3.2.13. elevator 


3.3. ground 


Main floor used by the occupants. 


3.3.1. entrance 


Room for receiving guests. Bench cushions are 
well-worn. 


3.3.2. closet 


Storage for coats. One wool coat remains with a 
smoking pipe in the pocket. 


3.3.3. hallway 
Corridor filled with faded portraits. 


3.3.4. washroom 


Mineral build up on porcelain sink and tub. 


3.3.5. hallway 
Filled with broken stone busts of people on dead. 


3.3.6. great hall 


Large fireplace and tables for banquets. Unlit 
candles in candle sticks line the walls. Crystal 
chandelier hangs from above. 


3.3.7. hallway 


Corridor with benches on each wall. Wallpaper is 
slashed by a blade in many places. 


3.3.8. parlour 


A decrepit piano sits among broken furniture. 


3.3.9. hallway 


Broken vases lie on the floor. 


3.3.10. bedroom 


Broken bed with cut up mattress. 


3.3.11. guest room 


Completely clean, dustless and immaculate bed. 


3.3.12. library 


Mildew and mouldy books lie strewn about. All 
but one ladder is broken. A book in an unread- 
able language lies on the desk. 


3.3.13. elevator 


3.4. upper 
Highest floor in the house. 


3.4.1. stairs 


Stairs leading down to the ground level. 


3.4.2. attic 


Storage space full of bat droppings. A child-sized 
bed is tucked into the corner. 


3.4.3. hallway 


Corridor with stained glass. 


3.4.4. powder room 


Mirror cracks upon someone looking at it. 


3.4.5. hallway 


Stacks of books have toppled over. A mummified 
dead cat lies beneath the pile. 


3.4.6. smoking room 


Sticky yellow film covers every inch of this room. 
Whenever any of the furniture is interacted with, 
dust pours into the air. 


3.4.7. hallway 


A doll sits in a small chair by the window. 


3.4.8. ballroom 


Large empty space where sound echos easily. 


3.4.9. hallway 
Creaks of instability heard beneath the carpeting. 


3.4.10. study 


Desk contains letters written in cursive handwrit- 
ing too sloppy to read. 


3.4.11. nursery 


A single cradle rocks once when the room is en- 
tered. A brass, wind up mobile above the cradle 
begins to spin slowly and play out of tune. 


3.4.12. tower 


A noose hangs from the rafters of this brick room. 


3.4.13. elevator 


dead heir 


pressun press 


1. introduction 


Haunted House module where players compete for the biggest inheritance. Deck of playing cards and 
chess set are required for play. Use PD20RPG instead of Public Domain Role-Playing Game for conflicts. 


Heirs must survive a night within the haunted halls of their ancestral manor to earn their inheritance. 
Heirs know they die instantly from a family curse if they directly hurt another heir. Highest roll goes first. 


2. setup 


Players name six heirs! then roll secretly to find 
out which heir? they represent. Draw cards for 
ghost and loot locations. 


# heir piece ghost loot 
1 King 
2 Queen 
3 Bishop 
4 Knight 
5 Rook 
6 Pawn XXXX 
3. play 


Players take up to four actions per turn. Actions 
include: draw and place a new room, move any 
heir to adjacent room, grab loot, move a ghost to 
an adjacent room, or use a ghost to attack an heir. 


3.1. movement 


Pieces must? move similar to as they do in Chess. 
Each room of movement requires an action. 


3.2. ghosts 


Entities in the house hostile to the living and want 
company in their misery. Summoned when their 
room card is drawn and placed. Represented by 
five white chess pieces. 


3.3. loot 


White pawns are loot which can be picked up by 
heirs. Pawns picked up are placed on something* 
representing the heir who picked it up. 


When an heir at the top> of list dies, their 
loot transfers to the next heir down. When an heir 
at the bottom’ of list dies, their loot is transferred 
to the heir at the top of the list. 


No one can leave the mansion until living 
heirs equal the amount of players. Any heir who 
leaves the mansion can no longer be threatened 
and cannot come back in. 


Play ends when all heirs have left or died. 
Heir with the biggest share of the loot at the end 
is the winner. 


4. notice 


I voluntarily dedicate this work into the Public Domain 
to encourage new creations. 


Artists may: 


e Use this work without restriction and for any 
purpose. 


e Create copies to be shared without limit and 


for any purpose. 


Knight|l horizontal & 2 vertical | 1 vertical & two horizontal] * Create derivative works without restriction, 


for any purpose, and without credit. 


e Use this notice in your own work. 


piece movement 
King Single room in any direction 
Queen Any rooms in a single direction 
Bishop Any rooms diagonal 
Rook Any rooms vertical or horizontal 
Pawn One room forward & cannot go backwards. 
' Black pieces 


? One heir may have multiple players 


3 All pieces may use elevators and stairs 


4 Note card or character sheet 
5 Lowest number 


6 Highest number 


1. introduction 


Midwest Mystery module for a cinema-inspired adventure. Use tables to create rumors. 


midnight movie 


pressun press 


2. setting 
# adjective noun # adjective noun 
1 Abandoned Camp 11 Rusty Mine 
2 Vandalized Hospital 12 Infested House 
3 Dark School 13 Shadowy Store 
4 Old Warehouse 14 Forbidden Ship 
5 Cold Woods 15 Crumbling Hotel 
6 Haunted Bunker 16 Overgrown Graveyard 
7 Remote Fairground 17 Scorched Prison 
8 Disgusting Crypt 18 Bloody Sewer 
9 Foggy Mansion 19 Mundane Mall 
10 Damp Church 20 Idyllic Lighthouse 
4. protaganist 
3. anagonist 
1 Clown 11 Mortician 
1 Officer 11 Landscaper 2 Hitchhiker 12 Magician 
2 Doctor 12 Lawyer 3 Hick 13 Sleuth 
3 Stalker 13 Slasher 4 Stoner 14 Drunk 
4 Priest 14 Cultist 5 Pagan 15 Trucker 
5 Mayor 15 Psychic 6 Widower 16 Teenager 
6 Banker 16 Ghost 7 Ventriloquist 17 Photographer 
7 Scientist 17 Mannequin 8 Taxidermist 18 Janitor 
8 Businessman 18 Exorcist 9 Delinquent 19 Paraplegic 
9 Landlord 19 Doppelganger 10 Gravedigger 20 Dog 
10 Salesman 20 Animal 


5. flaw 
1 Swindler 11 Jerk 
2 Scummy 12 Dumb 
3 Wrathful 13 Ignorant 
4 Boastful 14 Liar 
5 Sad 15 Hateful 
6 Vain 16 Cowardly 
7 Greedy 17 Jealous 
8 Cowardly 18 Pushy 
9 Pompous 19 Rude 
10 Arrogant 20 Aggressive 
6. artifact 
1 Book 11 Mirror 
2 Recording 12 Container 
3 Weapon 13 Costume 
4 Light 14 Musical 
5 Souvenir 15 Hat 
6 Bone 16 Medical 
7 Toy 17 Art 
8 Stone 18 Furniture 
9 Mask 19 Trap 
10 Jewelry 20 Key 
7. scare 
1 Cat 11 Crack 
2 Scream 12 Footsteps 
3 Gurgle 13 Crash 
4 Light 14 Reflection 
5 Malfunction 15 Drip 
6 Rot 16 Crunch 
7 Body 17 Breath 
8 Blood 18 Silhouette 
9 Creak 19 Shadow 
10 Fire 20 Attack 
8. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 
e Create copies to be shared without limit and for any purpose. 
e Create derivative works without restriction, for any purpose, and without credit. 


e Use this notice in your own work. 


federal entrapment department 


l. introduction 


Midwest Mysteries module for a classified group of government agents. 


2. rank 


Hierarchy of agents. 


pressun press 


1 Mouse 
2 Fox 
3 Wolf 
4 Bear 
3. codename 
1 Ace 21 Shank 41 Rouge 61 Paladin 81 Stallion 
2, Blue 22 Wizard 42 Towel 62 Revolver 82 Hitman 
3 Red 23 Knight 43 Claymore 63 Shark 83 Mars 
4 Poe 24 Buster 44 Pepper 64 Katana 84 Willow 
5 Ogre 25 Bravo 45 Spider 65 Maverick 85 Cowboy 
6 Snow 26 Goose 46 Dragon 66 Firebrand 86 Metal 
7 Sky 27 Joker 47 Roach 67 Chestnut 87 Mutt 
8 Ice 28 Blaze 48 Smoke 68 Sonar 88 Reaper 
9 Wasp 29 Ghost 49 Hacker 69 Emu 89 Morningstar 
10 Echo 30 Blade 50 Snake 70 Tiger 90 Outlaw 
11 Mace 31 Shroud 51 Razor 71 Madman 91 Clockwork 
12 Star 32 Peacemaker 52 Hatchet 72 Laser 92 Doctor 
13 Thug 33 Shock 53 Machete 73 Blaster 93 Claw 
14 Pan 34 Voodoo 54 Panther 74 Cobra 94 Venus 
15 Hawk 35 Slick 55 Boomer 75 Suede 95 Mullet 
16 Tool 36 Sprocket 56 Clink 76 Goliath 96 Apollo 
17 Bat 37 Eagle 57 Falcon 77 Jellybean 97 Shooter 
18 Ox 38 Coyote 58 Marksman 78 Skipper 98 Weasel 
19 Hood 39 Glass 59 Lumberjack | 79 Sharp 99 Oak 
20 Grim 40 Shard 60 Judge 80 Pope 100 Survivor 


4. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
rtists may: 


e Use this work without restriction and for any purpose. 

e Create copies to be shared without limit and for any purpose. 
e Create derivative works without restriction, for any purpose, and without credit. 
¢ Use this notice in your own work. 


second shift 


pressun press 


1. introduction 


Midwest Mysteries module for a rural gas station. The mysterious owner insists this station to be ’Full Ser- 
vice’ including gas station attendants, car washers, and a mechanic. There are two 12-hour shifts ranging 
from 07:00-19:00! and 19:00-7:00° with no holidays. 


4.1. store 
2. name Clean but dated interior. The glass front door 
may be covered with a metal shutter and locked 

# noun | conjunction | noun from ths inside or outisde. 
1 Fuel 'n Fuel Ancient, loaded double barrel shotgun un- 
2 Fill & Fill der the counter with a 50% chance of hurting 
3 Gas -n- Gas wielder. Odd: Inflict damage to wielder. Even: 
4 Load and Load No damage inflicted to wielder. 
5 Stop + Stop 1| Counter | 7 | Public Address (PA) System 
6 Food / Food 2| Freezers | 8 Soda Dispenser 
7 Feed = Feed 3| Shelves | 9 Magazine Rack 
8 Go er Go 4 Door 10 Coffee Dispenser 
9 Gulp 2 Gulp 5 | Television | 11 Hot Dog Warmer 
10 Glug N Glug 6 | Telephone | 12 Cigarette Racks 


3. management 4.2. bathroom 


Despite the lack of video cameras on the premises Dingy bathroom with graffiti and stains. 


the absent manager seems to know if work is not 


being done. All communication is done using 1 Toilet 

sticky notes which mysteriously appear when 7 Mirror 
characters are not looking. 3 venie Machine 

4. locations 4 Sink _ 
Amenities on the property for customers and em- 1 Paper Towel Dispenser 
ployees to interact with. 6 Trash 


l Sior 4.3. car wash 
2 Bathroom i , . A 
3 Car Wash Small automatic car washing machine with an at- 
ee tendant to hose the car down before entering. 
4 Fueling Station 
5 Garage 1 Washing Machine 
6 Employee Area 2 Vacuums 
3 Heated Employee Booth 
4 Drinking Fountain 
7AM to 7PM 


2 7PM to 7AM 


44. fueling station 


Gas station attendent fills all gas tanks. Attendant 
may also change winshield wiper fluid, oil, and 


headlights. 
1 Pump 
2 Heated Employee Booth 
3 Trash 
4 Windshield Washing Station 
5 Large Used Oil Container 
6 Toolbox 
4.4.1. tools 
1 Socket Wrench 5 Hydraulic Jack 
2 Wrench 6 Air Compressor 
3 Screwdriver 7 Funnel 
4 Ramp 8 Oil Pan 
4.5. garage 
Dirty garage where cars are repaired. 
1 Car Lift 
2 Toolbox 
3 Heater 
4 Garage Door 
4.5.1. tools 
1 Socket Wrench 11 | Rubber Mallet 
2 Breaker Bar 12 Pry Bar 
3 Wrench 13 | Safety Glasses 
4 Pipe Wrench 14 Wire Brush 
5 | Adjustable Wrench | 15 Drill 
6 Pliers 16 Grinder 
7 Vise Grips 17 Headlamp 
8 Wire Cutter 18 Flashlight 
9 Screwdriver 19 | Tape Measure 
10 Hammer 20 Caliper 


4.6. employee area 


Break room and adminstration space. 


1 Manager’s Desk 5 Microwave 
2 Couch 6 Back Door 
3 Lunch Table 7 Fax Machine 
4 Refrigerator 8 Lockers 


5. notice 


I voluntarily dedicate this work into the Public 
Domain to encourage new creations. 
Artists may: 


Use this work without restriction and for 
any purpose. 


Create copies to be shared without limit 
and for any purpose. 


Create derivative works without restric- 
tion, for any purpose, and without credit. 


Use this notice in your own work. 


working stiff 


pressun press 


l. introduction 


Second Shift module for creating characters. Use Midwest Membership module for name and ’ Protagonist’ 


from Midnight Movie module for character background. 


2. debt 


Incentive to work at a rural gas station. Roll 1d20 
and multiply it by one-thousand to calculate debt. 


1 Child Support 5 Gambling 

2 Student Loan 6 Alimony 

3 | Failed Business | 7 | Pay Day Loan 

4 Scam 8 Credit Card 
3. job 


Duties assigned at the gas station. Paid in cash at 
the end of the work week. 


1 Washer $5/Hour 
2 Stocker $5/Hour 
3 Cashier $10/Hour 
4 Attendant $10/Hour 
5 Mechanic $15/Hour 
6 | Night Manager | $20/Hour 


3.1. washer 


Hoses cars down before they go into the auto- 
matic car wash. May receive 1d20 dollars in tips. 


3.2. stocker 


Stocks shelves and cleans. 


3.3. cashier 


Exchanges money with customers. 


3.4. attendant 


Pumps gas, changes oil, check tire pressure, 
changes wiper blades, and changes headlights. 
May receive 1d20 dollars in tips. 


3.5. mechanic 


Fixes automobiles and things around the station. 


3.6. night manager 

Fired if any night manager duties are not com- 
pleted. Responsible for making sure other em- 
ployees complete their duties. Able to give their 
notches to other players as incentives to do things. 


4. notice 


I voluntarily dedicate this work into the Public 
Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for 
any purpose. 


e Create copies to be shared without limit 
and for any purpose. 


e Create derivative works without restric- 
tion, for any purpose, and without credit. 


e Use this notice in your own work. 


time card 


pressun press 


1. introduction 


Second Shift module for time delineation. Playing cards and polyhedral dice are required. 


2. play 

High Roller draws one card per shift-hour. Ace to Queen correspond with one hour in the twelve hour 
shift. If a card matches the current shift-hour or the King is drawn then the customer or event is a conflict. 
Suit of card drawn determines difficulty. 


1 2 3 4 
A % + v 
Easy Tricky Hard Wicked 
3. shift 


Each shift is twelve hours. Each employee must roll a percentile! each shift-hour. Whoever rolls the lowest 
must deal with the result. 


Employees who roll within the customer range may choose to deal with a trivial customer. Player 
rolls 1d20 to determine tip if they are in a tipped postion. Anyone in the same location as an event or not 
dealing with a customer may help whoever is dealing with the event. 

Employees can only work on duties or take breaks when not dealing with a customer or event. Em- 


ployees are required to take a one hour break per night. Breaks must spent in the Employee Area. No con- 
flict can be attempted while on break unless compelled by the High Roller. 


1 Ace 19:00 / 7PM 1%-40% Event 41%-100% Customer 
2 2 20:00 / 8PM 1%-50% Event 51%-100% Customer 
3 3 21:00 / 9PM 1%-60% Event 61%-100% Customer 
4 4 22:00 / 1OPM 1%-70% Event 71%-100% Customer 
5 5 23:00 / 11PM 1%-80% Event 81%-100% Customer 
6 6 00:00 / 12AM 1%-90% Event 91%-100% Customer 
7 7 01:00 / 1AM 1%-80% Event 81%-100% Customer 
8 8 02:00 / 2AM 1%-70% Event 71%-100% Customer 
9 9 03:00 / 3AM 1%-60% Event 61%-100% Customer 
10 10 04:00 / 4AM 1%-50% Event 51%-100% Customer 
11 Jack 05:00 / 5AM 1%-40% Event 41%-100% Customer 
12 Queen 06:00 / 6AM 1%-30% Event 31%-100% Customer 


4. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 


e Use this work without restriction and for any purpose. 


* Create copies to be shared without limit and for any purpose. 


* Create derivative works without restriction, for any purpose, and without credit. 


* Use this notice in your own work. 
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customer is always night 


pressun press 


l. introduction 


Second Shift module for customer generation. Use Midwest Membership for names. 


1 Hick 11 Drunk 

2 Businessman 12 Farmer 

3 Tourist 13 Robber 

4 Trucker 14 Retiree 

5 Journalist 15 Student 

6 Parent 16 Doctor 

7 Shoplifter 17 Nurse 

8 Vagrant 18 Investigator 

9 Soldier 19 Bartender 

10 Junkie 20 Clerk 
1 Non-Stop Cough 11 Bloody Shirt 
2 Crawling Insects 12 Corpse Breath 
3 Missing Teeth 13 Long Fingernails 
4 Silent 14 Foreign Language 
5 Stands Close 15 Scowling 
6 Talks Slowly 16 Staring 
7 Black Eyes 17 Twitching 
8 Heavy Breathing 18 Grind Teeth 
9 Red-Stained Hands 19 Fists Clenched 
10 Brown Teeth 20 Blinks Often 

2. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 
e Create copies to be shared without limit and for any purpose. 
e Create derivative works without restriction, for any purpose, and without credit. 


e Use this notice in your own work. 


1. introduction 


storage locker 


pressun press 


Second Shift module for items. 


2. pocket 

1 Ticket 21 | Ping Pong Ball | 41 | Toothpick |61| Rubber Ball | 81 Billiard Ball 
2 Candle 22| Bobby Pin |42| MHoreshoe |62 Doll 82 Can Opener 
3 Perfume 23| Nutcracker |43 | Poison Vial | 63 Syringe 83 Music Box 
4 Seed 24 Leaf 44 Twig 64| Toothpaste 84 | Hand Sanitizer 
5 Flower 25 Coin 45 Pill 65 | Toothbrush 85 Padlock 
6 Floss 26| Face Paint | 46 Picture 66 | Sewing Needle | 86 Duct Tape 
7 Dart 27| Screwdriver | 47 Wrench 67 Spyglass 87 | Railroad Spike 
8 Bottlecap |28 Bottle 48 Rag 68 Napkin 88 Road Flare 
9 Die 29| Playing Card |49| Harmonica | 69 Sand 89 Wire 
10 Stake 30 Nail File 50 Scalpel 70 Shoelace 90 Spork 
11| Paper Clip | 31 Antiseptic 51| Safety Pin |71| (Can Opener | 91 Bottle Opener 
12| Super Glue |32| Chopsticks |52| Fishing Line |72| Fish Hook 92 | Magnifying Glass 
13 | Space Blanket | 33 | Glow Stick | 53 Bandage | 73 Flashlight 93 Slingshot 
14 Tealight 34 Cigar 54 Comb 74 Whistle 94 Pocket Watch 
15 Inhaler 35 | Hand Warmer | 55 | Handkerchief | 75 | Pocket Square | 95 Smoking Pipe 
16| Handcuffs | 36 Zip Tie 56 Match 76 Mirror 96 Money Clip 
17 Compass 37| Clothespin | 57 | Pepper Spray | 77 Twine 97 Lockpicks 
18 Pen 38 Pencil 58 Marker 78 Crayon 98 Lipstick 
19 Flask 39 Wallet 59 Notepad 79 Lighter 99 Rubber Band 
20 Shank 40 Razor 60 | Switchblade | 80 Flare Gun 100 Revolver 

1 Gum 11 Instant Noodles 

2 Hard Tack 12 Oats 

3 Peanut Butter 13 Dried Fruit 

4 Jerky 14 Canned Fruit 

5 Peppermint 15 Canned Vegetable 

6 Drink Powder 16 Crackers 

7 Powdered Milk 17 Trail Mix 

8 Granola 18 Sardine Can 

9 Honey 19 Meat Can 

10 Cereal 20 Soup Can 


3. carry 
1 Stone 21 Sickle 41 Barbell 61 | Barbed Wire 81 Guitar 
2 Jug 22 Bell 42 Stool 62 Coffee Pot 82 Bayonet 
3 Tent 23 Umbrella 43 | Corkscrew | 63 Lunchbox 83 Frying Pan 
4 Towel 24| BearTrap | 44 Pitchfork 64 Tire 84 | Grappling Hook 
5 Blanket | 25 Bed Pan 45 | Hand Drill | 65 Candlestick 85 Sleeping Bag 
6 Rope 26 Suitcase 46 | Sword Cane | 66 Duffel Bag 86 | Dynamite Stick 
7 Chain 27 | Holy Symbol | 47 Stapler 67 Brick 87 Gasoline Can 
8 Plank 28 Unicycle 48 | Skateboard | 68 Cattle Prod 88 | Stuffed Animal 
9 Bong 29 Plunger 49 Nail Gun 69 Cleaver 89 Binoculars 
10 | Flashlight | 30 Canteen 50 Book 70 BB Gun 90 Bottle Bomb 
11 Torch 31 | Riding Crop | 51 Bullwhip 71 Tire Iron 91 Golf Club 
12 Balloon |32 | Squirt Gun |52 | Rolling Pin |72 | Tambourine 92 Bowling Pin 
13 Shield | 33 Broom 53 | Animal Bone | 73 Bagpipes 93 Nightstick 
14 | Bucket | 34 Pickaxe 54 | Harpoon Gun | 74 | Fishing Pole 94 Net 
15 Sword | 35 Pipe 55 Oil Lamp 75 Fire Poker 95 Sledgehammer 
16 | Chainsaw | 36 Lasso 56 | Meat Hook | 76 Pool Stick 96 Baseball Bat 
17 Cane 37 Walker 57 | Wheelchair | 77 Crutches 97 Walking Stick 
18 | Crowbar | 38 Shovel 58 Rake 78 Hoe 98 Scythe 
19 | Machete | 39 Hatchet 59 Axe 79 Saw 99 Spear 
20 Bow 40 | Crossbow | 60 Shotgun 80 | Repeating Rifle | 100 | Bolt-Action Rifle 
4. worn 
1 Sack 21 Slippers 41 Moccasins 61 | Propeller Hat 81 | Wedding Dress 
2 Cowl 22 Jeans 42 Necktie 62 Bow Tie 82 Bolo Tie 
3 Hood |23 Bracelet 43 Overcoat 63 Peacoat 83 | Smoking Jacket 
4 Corset | 24 Necklace 44 Sandals 64 Boots 84 | Clerical Collar 
5 Blazer | 25 Bathrobe 45 Backpack 65 Pajamas 85 Sweater 
6 | Fedora | 26 Hard Hat 46 Choker 66 Eyepatch 86 Santa Hat 
7 Trilby | 27 Visor 47 Chef Hat 67 Spurs 87 | Coonskin Cap 
8 Braces | 28 | LoinCloth | 48 Vestments 68 Crown 88 Wig 
9 Watch | 29 Wristband | 49 Cast 69 Dress 89 Tricorn Hat 
10 | Turban | 30 Hair Tie 50 Headlamp 70 Headband 90 Bandana 
11 | Monocle | 31 | Eyeglasses | 51 Sunglasses 71 | Safety Glasses | 91 Goggles 
12 | Bonnet | 32 | Fishing Vest | 52 Belt 72 Party Hat 92 Suspenders 
13 Beret 33 | Nightgown | 53 Trenchcoat | 73 Apron 93 | Radiation Suit 
14 | Uniform | 34 | Space Suit | 54 Gas Mask 74 Quilt 94 Fanny Pack 
15 | Scrubs | 35 Lab Coat 55 Bandages 75 Purse 95 Baseball Mitt 
16 Robe 36 Tuxedo 56 | Boxing Tape | 76 | Boxing Gloves | 96 | Brass Knuckles 
17 | Overalls | 37 Coveralls 57 Jumpsuit 77 Cloak 97 Rain Poncho 
18 | Helmet | 38 | Hockey Mask | 58 | Leather Mask | 78 Sombrero 98 Baseball Cap 
19 Scarf | 39 | Bowler Hat | 59 Top Hat 79 Toque 99 Flatcap 
20 | Duster | 40 | Cowboy Hat | 60 | Leather Jacket | 80 | Chainmail Shirt | 100 | Plate Carrier 
5. notice 
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day broken 


pressun press 


1. introduction 


Second Shift module for assigning duties because of day shift negligence. Use Party Animals module for 


[Animal] prompts. 


2. duties 


Choose one of the following options: 


2.3. cashier 


4 Easy Duties 


2 Tricky Duties 


1 Hard Duty + 1 Easy Duty 


€ A > 


1 
2 
3 
4 1 Wicked Duty 


2.1. washer 


Fresh graffiti 


Dirty drain 


1 Dusty shotgun 

2 Lost television remote 

3 Cash register count off 

4 Coffee machine off 

5 Television off 

6 Radio off 

7 Hot dog machine off 

8 Vending machine full of coins 
9 Money left at car wash 

10 Money left at fueling station 


Coins stuck in vacuum 


Trash overflowing 


Dirty employee uniforms 


2.4. attendant 


Washing fluids empty 


[Animal] in employee booth 


Dirty cleaning brushes 


Pile of used oil filters 


Store floor dirty 


Gum stuck in pump handle 
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Oil spill 


Used paper towels everywhere 
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Spilled gasoline 


Pile of used wiper blades 


2.2. stocker 


Loose tools everywhere 


Pile of customer gas caps 


Abandoned car 


Out of blinker fluid 
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Pile of used air filters 


Facsimile (Fax) machine out of paper 
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o 


Used oil container full 


No coffee in dispenser 


Magazines out of order 


Windshield washing fluid empty 


Dirty store rugs 


Cigarette racks empty 


Freezers empty 
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Vending machine empty 
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Out of toilet paper 


2.5. mechanic 


Dead light bulb 


Refrigerator broken 


Cash register busted 


Heater whistling 


Dirty Tools 


Toilet backed up 


Sink backed up 


Sink spewing reddish water 
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Backdoor lock broken 
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Drinking fountains leaking 


2.6. night manager 


Delivery at 1d6AM. 


Off inventory in Fueling Station. 


Off inventory in Store. 


Off inventory in Car Wash. 


Off inventory in Garage. 


Make sure Washer completes all duties. 


Make sure Stocker completes all duties. 


Make sure Cashier completes all duties. 
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Make sure Attendant completes all duties. 
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Make sure Mechanic completes all duties. 
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events various employess need to survive 


pressun press 


l. introduction 


Time Card module for location-based event generation. 


2. play 


Roll for prompts to be filled in by the High Roller, players, or another roll. Use the Customer Is Always 
Night for [Customer] prompts. Use Second Shift module for [Location] and [Tool] prompts within loca- 
tions. Use Drunk Drive module for [Vehicle] prompts. Use Party Animals module for [Animal] prompts. 
Determine [Employee] by whoever is in the location. 


2.1. bathroom 


1 Note from day shift: "[Animal] locked in the bathroom. Good luck!" 
2 You find [Item] near the [Location]. 

3 [Customer] with [Item] goes in and does not come out for a few hours. 
4 Graffiti: "Don’t trust [Customer] with [Item]! 

5 In the mirror you see [Customer] instead of your own reflection. 

6 You find [Customer] dead and [Location] broken. 

7 A mysterious man-sized hole with appears where the [Location] was. 
8 Graffiti: "1-555-[d8][d8][d8]-[d6][d6][d6][d6] for a good time." 

9 [Item] is clogging the toilet. 

10 [Customer] has fallen and cannot get up. 

11 Graffiti: "I am coming for you [Employee]." 

12 The mirror has been broken with [Item]. 

13 Strange fluid coming from sink is almost drowning [Customer] on the floor. 
14 [Animal] is drinking out of toilet. 

15 Mirror shatters when looked at, revealing [Item] hidden behind. 

16 [Customer] is seen behind you, but only in the mirror. 

17 [Item] is found in trash. 

18 [Customer] is found in trash. 

19 [Customer] is caught trying to break [Location]. 
20 Note On Paper Towel: "[Employee] is an impostor." 


2.2. fueling station 


Blood comes out when draining the oil from the [Vehicle] of [Customer]. 


[Vehicle] coasts in with no driver and a bloody [Item] in the driver’s seat. 


An injured [Customer] comes up to you muttering hysterically. 


Fog rolls in unexpectedly. 


[Vehicle] of drunks going to a fast food restaurant. 


[Customer] running from [Animal]. 


[Customer] tips with [Item]. 


Gunshots coming from [Location]. 


[Customer] is attempting to douse [Employee] in gasoline.. 


[Customer] pissing in used oil container. 
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[Animal] trying to drink windshield cleaning fluid. 
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[Customer] offers to pay for fuel with [Item]. 
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Truckload of heavily-armed people. 
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Lost dog is being attacked by [Animal]. 
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[Item] on ground which smells like piss. 
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Graffiti: "Don’t trust [Employee]." 
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Rodent chewing on gas pump. 
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[Customer] steals a windshield squeegee. 
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Muffled scream is heard from the inside [Customer]’s [Vehicle]. 
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[Customer] is robbing at gunpoint. 


2.3. store 


[Customer] acts undead till drinking coffee. 


[Customer] pays for foreign bills in the cash register. 


[Customer] covered in blood wants extra large trash bags. 


[Animal] tries to buy something with money. 


[Customer] knocks over shelf full of snacks. 


Public Service Announcement: [Animal] attacks have been reported. 


Public Service Announcement: [Customer] carrying [Item] is terrorizing the area. 


Lights flicker when [Customer] walks in. 


[Customer] wrapped in bandages comes in. 


Day shift has left [Item] behind the counter. 


=] SI] Of læn olua] A] WwW] w]e 


[Customer] wants to fight cashier for short changing. 


[Item] salesman won’t take no for an answer. 


Ghost of [Customer] keeps knocking things over. 


[Customer] and [Customer] try robbing at the store at gunpoint at the same time. 


[Animal] comes in and steals a bag of chips. 


[Customer] leaves [Item] behind after paying. 


[Animal] preventing [Customer] from entering the door. 


Management Note: Be sure to sell [Item]! 


Temperature drops ten degrees when [Customer] walks in. 


Public Service Announcement: [Customer] is currently at large for triple homicide. 


2.4. car wash 


Dead [Animal] stuck on [Customer]’s [Vehicle]. 


Blood spraying from nozzles directly above [Employee]. 


Scary music playing from [Vehicle] as it approaches. 


[Vehicle] covered in blood. 


[Vehicle] with no driver coasts in. 


[Customer] gets upset and hit [Employee] with [Vehicle]. 


Black fluid comes from drinking fountain when [Employee] tries to drink. 


[Animal] tries to steal tokens for the vacuums. 


[Customer] wants to wash blood off of [Item]. 


A bloody [Item] in the backseat of [Customer]’s [Vehicle] 
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[Customer] covered in manure needs a wash. 
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[Animal] covered in manure holds out 1d6 dollars for a wash. 
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[Customer] carrying laundry needs a wash. 
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[Customer] tries to pay for wash with [Item]. 
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[Customer] wants to wash pet [Animal]. 
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[Vehicle] coasts in with an [Animal] in the front seat. 
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Rabid [Animal] tries to fight [Employee]. 
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[Animal] is holding a hose and wearing an employee uniform. 
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[Customer] is holding a hose and saying they start today. 
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[Item] is left by the vacuums. 


2.5. garage 


[Item] preventing a car from running correctly. 


[Animal] hiding in car. 


Bloody [Item] hidden in engine. 


[Customer] complaining of bad smell when running the heater. 


Bloody [Item] found in trunk. 


Rabid [Animal] locked in trunk. 


Muffled [Customer] scream coming from trunk. 


[Animal] hiding behind toolbox. 


[Customer] pounding on garage door desperate for help. 


Angry [Customer] carrying [Item]. 
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[Animal] silhouette projected on garage door. 


= 
N 


Naked [Customer] swinging from car lift. 
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[Animal] trying to stay warm by heater. 
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[Customer] is looking for blinker fluid. 
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[Animal] is walking off with [Tool]. 
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[Tool] is moving without anyone wielding it. 
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[Animal] is cornered by [Customer] 
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[Customer] is cornered by [Animal] 
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Bloody [Item] is preventing garage door from closing. 
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[Animal] with [Item] is attacking [Customer]. 


2.6.employee area 


1 [Animal] is robbing the refrigerator. 

2 [Item] is in one of the open lockers. 

3 Backdoor propped open with [Item]. 

4 Drunk [Customer] has passed out on couch. 

5 [Animal] is trying to get into the microwave. 

6 Fax comes in to look out for [Customer]. 

7 [Item] is underneath the couch cushion. 

8 [Animal] with [Item] sitting at manager’s desk. 
9 [Customer] with [Item] standing in open backdoor. 
10 [Customer] caught stealing from refrigerator. 
11 [Customer] with [Item] and [Animal] are destroying the lunch table. 
12 [Customer] and [Animal] are fighting over [Item]. 
13 [Animal] is sleeping on couch. 

14 Bloody [Item] on Manager’s Desk. 

15 [Customer] with [Item] attacks [Employee]. 

16 [Item] is being stolen from lockers by [Animal]. 
17 Fax comes in to look out for [Vehichle]. 

18 [Item] is being stolen from lockers by [Customer.] 
19 [Customer] using [Item] against [Animal]. 
20 [Animal] with [Item] attacks employee. 
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l. introduction 


party animals 


pressun press 


Second Shift module for animal shenanigans. 


2. animal 


1 Raccoon 11 Bald Eagle 
2 Cat 12 Rattlesnake 
3 Dog 13 Black Bear 
4 Squirrel 14 Goose 

5 Rat 15 Barn Owl 
6 Opossum 16 Beaver 

7 Wolverine 17 Boar 

8 Crow 18 Coyote 

9 Fox 19 Turkey 
10 Gray Wolf 20 Pigeon 

3. hat 
1 Cowboy 11 Helmet 
2 Toque 12 Bowler 
3 Bandanna 13 Top Hat 
4 Sombrero 14 Shemagh 
5 Baseball Cap 15 Ushanka 
6 Trilby 16 Turban 
7 Straw Hat 17 Balaclava 
8 Flat Cap 18 Headband 
9 Tam O’ Shanter 19 Fedora 
10 Beret 20 Party Hat 
4. shenanigan 

1 Impostor 6 Burglar 
2 Pickpocket 7 Vandal 
3 Beggar 8 Robber 
4 Bully 9 Stalker 
5 Scammer 10 Prankster 


5. style 
1 Rookie 
2 Direct 
3 Speedy 
4 Confident 
3 Manipulative 
6 Aggressive 
7 Patient 
8 Chaotic 
9 Sneaky 
10 Dramatic 
6. resource 
1 Luck 
2 Sidekick 
3 Vehicle 
4 Item 
7. notice 


I voluntarily dedicate this work into the Public 
Domain to encourage new creations. 
Artists may: 
e Use this work without restriction and for 
any purpose. 
e Create copies to be shared without limit 
and for any purpose. 


e Create derivative works without restric- 
tion, for any purpose, and without credit. 
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